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THE MUSIC DIDN’T DRIVE HIM INTO A FRENZY. 


IT WAS THE GUY WHO SNAKED 


HIS NEW ISSUE OF NINTENDO POWER. 


If your name isn't on the cover of this mag then how did you get this issue into your 
grubby game-gripping palms anyway? A: Begged it. B: Snaked it. C: Got scammed at 
the newstand for $ 3.95. # If you're guilty of any of these charges, there's something 
you should know. Until you get your own subscription, you're never gonna beat 


somebody who gets their own monthly issue of Nintendo Power. @ Be serious for 


a minute. How do you expect to compete against GS 


someone who gets hundreds of hot game tips every month—tips that buy them extra 
lives, help them skip levels and beat the crud out of non-subscribing losers time after 
time-you can't. The only way to stay in the game and stay up*to-date with Ultra 64 

and Virtual Boy is to sign-up now for $1В' and get a fresh, crispy, tip-packed issue of 


Nintendo Power in your mailbox every month. # So forget begging and mooching 


old worn out issues of Nintendo Power off your friends. There's only one thing that 


“Canadian residents pay $25 Canadian funds 
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ер cri 14-расе feature soVers 
ding ue you need to kriów-to Й ег this. 3 
monkey's mayhem. 


: d fintasy IIl may have been the biggest 
REG Oral tine in the U.S., but it is just біле 
ой rrr сара ul fr 4 sle-playing games i 
E? REPORT fag. Тір meerth'ghrticle features formê of 
So you missed He big Е show in Log 3 
Angeles! Оог Worry, the NP staff, 


didn't! Catchy ت‎ 
ourinside lod суя 
at all of the 

hottest new 


games! 
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thik that the Super NES will 
continue to be productive long 
after the Ulu 64 makes ив debut. 
Just look afhow long the griginal 
Nintendo ted out after ie intro- 
ductiorro£ the cursed Sega Genesis, 
Td estimate anywhere between I 1% 
ars of unchanged salesbefore _ 
64 really makes = 


.. CHRIS MACK 
| ISLAND LAKE, Th, 


he TN. year or sothe NES was 
still very popular until every- * 
one got a Super NES ог gota 
chance to play опе. I still think 
Super NES will be popular but in a 
few years I thmk и will end up like 
the NES, pitched away and eub 
рады andthen, — ^ 
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T You ask what is going to hap- 
pen to my SNES, well it’s staying 
right where itis, I'm worried what” 
is going to happen td your maga- 
ane, Right a: б “ай 1 
couldn't affort it and when it took 
over Nin Poweri 
beari all thi lew games 
and gel O information on 
the regular NES, But as long asyou 
Keep putting in lots of infoabout 


ж ач ҒА” 
E RETT MATULIS 
A. WALKESVILLE, N MD 


Super NES, dead? NOT? 
She 18 y of spunkii left in 
the ELM Super. Noooooo 
EX Til be playin’ it loud mto 
the 21st century! When the day 


here 


lavcit frozenalong with me ina 
fonics capsule along with my 


ае Bryar 
NP e 
imd ll V mrs 


he NU 64 sounds pretty neat! 2 


ot boring | 


cames that I don't play itanymore ^ 


-Z 


оис games and be sent into 
spate S г, one day Data 
s Star Тте The Ne 
eneragon might find.me drif tog) | 
in oe unthaw Heaton: with 
шу 16-bit companion and my stash 
of favorite games. Assuming Dr. 
rusher can fix me and that thej 
leplicator can make me a TV set, 
Ье playin’ ıt loud in the 26th 


: n 
' JUSTIN FERGUSON E 
INDIANAPOLIS, IB 
A 
o not destroy the SNES untill 
D the Princess joinsa gardening) 
club, Samusgoes toa nursing home} 
and Mario and Luigi Y 
tle acti: 


Play it loud" is the motto ot 
Shaun McBride of Cleveland, OK, 
shown here with the spanking 
new Killer Instinct arcade game 
he wonin the Volume 66 Player's 
Poli Contest. “Fortunately, my 
perants live on ona sida of the 
house andllıve on the other,” 
says Shaun, who nemes Glacius 
endFulgore ashis favorite char- 

s, Shaun had only played KI. 
once before winning the contest 
but now he's adefinite freak. “It ) 
gets pretty intense A couple of 
hours fly by and you don't even 
knowit." 


just read what Cranky 
wrote іп Nintendo 
Power (Volume 71), and 
that geezer doesn't know 
what he's talking about. 1 
think Donkey Kong 
Country 1s far out! The 
graphics are great and you 
made the game so enjoy- 
able. | think you should put 
me in the next game if you 
make a sequel. I have some 
good moves to bash those 
Kremhngs. I bet the next 
thing Crank would say 1s 
the new layout of the mag- 
azine is too much, it could 
make him have a heart 
attack, but I think it’s total- 
ly awesome!!! 
FUNKY KONG 
VULTURE CULTURE, 
DKC 


It looks like every gorilla has an 
opinion on DKC—and that's по 
monkeyshines! But we're still wanting 
to hear from Candy Kong Hello out 
there, Candy! Drop us a line! 


ig YOU'RE IN YHE wood 


REDMOND, WA 98073-9753 


mallow? 
CLIFF CAMPBELL 
GRATZ, PA 


Rumor has it that Kirby is made ofa 
mysterious substance called "Kirbyue" 
that allows htm to keep inhaling and 
exhaling for hours without hyperven 
tilating 
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TALK TO'A GAME COUNSELOR 


I s Kirby really made of marsh- 
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1-900-288-0707 95... 


1-900-451-4400 22%. 


Call our sar halpbatwaen 4 aan йт yi 
Cai onday through Saturday cea ahi L 
aif pm, Sonday. Cellars under W nead to citar permvssio 

22” 2 шыты. wel „д 
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‘EarthBound Final Fantasy ЇЇ Тип of Gun, The Les ant of 
Zelda: A Link to the Past, Morta Kombat Super Maro All- 
Ж jars Super Maric World, Super Matroidend Super Funch- / 
IHISNES) The Legend o1 Zelda. Link s Awakering(Gama 
X ду e SüperManoBm: 1 Zend egi 
j Adventuro of Li (NES) Also thelatast 
te пез Vr eBoy and Tre UG! coma 
lor stance, за Je fora youtal Sura to get permisit 
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Moni o THE SOURCE! 


Nintendo Power Source on America’ Online 
| Tosi ae 1-800-827-6364, ext 12386 
sarea Keyword NINTENDO > 
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| SUPER NES. 
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Summer is о great time to look back at the first entries іп three classic RPG 


series. 


THE LEGEND OF ZELDA 
FINAL FANTASY 


DRAGON WARRIOR 


MONTHS 


MONTHS 


MONTHS 


HONORS: 
The ground-breaking epic that 
established a genre, 


The magic ond mystery Jeading to the 
final battle with Chapt entranced aqwhole 
new legion of game players. * 


Tha first of four Dragon Warrfor 
smastehits for fhe NES, 
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Video game pioneer Cranky Kong is: 
by Donkey and Diddy's victory over ИЕ К. Rool ін 
‘Donkey Kong Country. "Back in diy day we had 
-great games on an.extremely limited color 
palette; you guys had саву!” Donkey arid Diddy 
retort that they could beat К. Rool on án Ebi sys- _ 
tem. “You're оп!” laugtie-Cranky. Nowygd en | | 
recover the banera Inr! іп Donkey Kong Land, а 

E [c [Boy ádventure مد‎ 
that 


Commiter 
Moding, the 
samelormat 
used il: 

Donk Kong 
County. 
Jump, bump, indi aj as you T^ 


k- r | 


this battery Һас action game сз Ж 


GO Конану 
N NEW STAGES! 


IN "xy > challengëwoúldn’t beant 

lin if Donkey Kong Laitd’s levels were 
Just like the Биреп NES version; so hé 

asked King К. Rol to help create 
— gome new materi]. There are а) 

TN bk pew ihoovative stages:and four che} 

p" ‚4 Tgpging main guarflians. Most of the 
stagesaztnceal a seciéiarea-or twa. The 


saye screen tracks three files of pr s resi id the дө ніні, ind pe ы, ie Ha Dene 
total play time, Шоу kalure will it take УВ "Eng Guy are ча ЧАЙ mi Keep a lookout 
eOfiprere tic game? Go for anew recoadi waters! Glimt the m 


for stuff on tho рэар dack! 


WILD RIDES 


Donkey aod Diddy's.old friends 
Ramhi and Expresso are back! These 
trusty steeds arc the hest way to get 
around in the wild kingdom. Wooden 
crates containing the animals are scat- 
tered throughout all four of the 
` worlds, iocludiog a few secret areas, 
| Ramhi's thick hide is perfect for 
breaking up thelandscape. Expresso's 
limited flying skills hring sky high 
bonusitems back down to earth. 


1 Loeks like Donkey Kony гесе! priority 
Ly delivery. Bust open this crati break up 
1 tho Kremlings! Anmol crates are batter than 


abarrel of monkeys! 7. 


aie a «ан кен — 


i's heck and he's on the 
stteck! Bulldoze your wey 
* through wells вай Kritters 
with this powerfel elly. Mount 
/ upend move “em out! 


л Жл 
оцай Нг” on 
high octom 
"Exprosso abd lavê 
, the Knittsrs in the 


(ІП. 


fol ieat Кый ағуды); 4 Afraid CHR From high plachs? | 

/Swirtwinils ia leg ons, Чи Б е the. Div hate that tiles panni 
Aj these пазі in ned emiihus зі mix. ‘out as theyiscala she towering 
twister, Aunty Fn qued Канев аа “Chimpenzes Clouds 


Kong loves Big Ape Сӣ 
or et plumber in теста агат 
шога Mir street 3msrts end find 
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W/O IR (рут 
GANGPLANK 
GALLEON AHOY 


King K. Rool's ship has dropped anchor near Donkey 
Kong's treehouse. Journey through the jungle and 
mountain highlands on your way to the gruesome 
galleon. The following pages examine the treacher- 
ous terrain in fine detail. 


256 


CLIMB INTO THE CANOPY 


Hidden high in the jungle treetops are tons of 

bananas—you need to figure out how collect them! 

Spring off the Kremling's head and grab a handful of 
alm fronds Look~a heart made out of bananas! Did 
andy Kong leave this for you? 


RUN FOR THE 1-Up BALLOON 


This extra life balloon always eludes your grasp—but 
there's a way to grab it From the start of the level, hold 
down the B Button and run to the right Jump up at the edge 
of the ledge Now you can do those funny helium voices 
Funky Kong taught yout 


KREMLING 
BOUNCER 


This big lug of a branding ist staysin 
one place and jumps up and down A 
Із he here? Jump on his head and react 

for the treetops! Diddy's lichtweight 
body makes himideal for hig! bounces 


7.2, 
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DONKEY KONG 


Donkey Kong might be king of the jungle. 


but Rambi the anb 18 king of the road) 
Break Ramb out of the crate and run 


d the foolish Kremli Don t for- 
ret tp Tam walls and pus or sacre R Е TR EAD R EBOUND 
] Just a few more yards and you'll be clear of Freezing Fun! 


Unfortunately, pou have a Touch umo ahead Bounceoff the 
tire and hit the f ying Hogwash 


iebound off the airborne pi; 
ишн and you're outta there 
«Сезе A d Жы 
AT 
NET. Ж? 


HOP, Кір AND. 


а major jump! Two well-timed, quick 
bounces can clear this wide section of & 
treacherous frozen wasteland pump. 55 
from the ledge and onto the backs of аас 
flying Hogwash pig After you land, turn 
around, walk left down the steps and 
grab the letter "Û 


1 ITEM INDEX 
Г SECRET AREA ЕЕ GOLDEN LETTERS 
17У вама 


TREETOQ LEVEL 


Uncovering this rising rope will lead 


you into a secret area, but you сап 
Scem some bananas on the way to 
the top! Just before Kong leaves 
the top of the screen, jump up tothe 
fight Roll and load up on the 
bananas then catch the end of the 
горе again to enter the secret areal 


> 


[es 


The bomb at the top of Deck Trek 
15 the crown jewel of the level— 
don t forget to pick it ир! You 
need thts explosive to break up 
the rocks obstructing a path to 
new levels If you don t have the 
bomb, you'll need to revisit this 
maze of masts all over again! 


۴ ( 

Two shiny Kong Tokens and bunch- | 
es of bananas rest on top of this tall 
yardarm The trick is petting up to 
them Jump on the head of the 
Kremling and bounce left If you 
timed your leap properly, you'll have 
an easy landing Youcanalso dropin 
fromabove! 


1,1 


Three barrels blast you up into 
the air ın Rope Ravine At the 
height of each toss, tap right on 
your controller so the ape rolls 
toward the next barre! Keep 
repeating this process until you 
can grab the rope 


The beginning of Deck Trek is 
tough, but there's an easy way 
aroundit. From the starting 
point, jump left into a barrel near K 
the bottom of the screen Now Ў 
you're оп the fast track! You can Î Don’t become a Tire Trail retread 
even pick up an extralifel Drop down below the f Take а shortcut through the moun: 
starting point to find а tain pass! Duck this diving Zinger 
cliff ledge on the left and jump into the barrel below Pick 
What's on the other up the letter “N” as you blast 
side? Do you want to ‘through the cavern! 
be TOLD every = - 
gren tat would i 
ranky Kong thini 
“| 
J 


Get arunning start ani 
Jump to find out! 


MATENDEHOWER® 


DONKEY KONG 


Looking for a challenge? You can 
collect two Kang Tokens if you're 


lling t n 
M Eryn tants — "XTEM INDEX 
Tope as it carries you to the ri 
We Zips Sike to hover, and the 77 =SECRETAREA j] = GOLDEN LETTERS 
closely, уот see ittm! \ (У RAMBI = CONTINUE MEDAL 


er If you wate! 


( I 

TWO GOALS IN ONE 

Skip past the first goal and pick up тоге bananas on your way 

to the second goal You can't increase your game completion 
регсепіз-е by going 
through bat! goal portals 
but you can increase this 
total by finding a secret 


í 
Buzzing Zingers are the tast and most 
dangerous obstacles on the Tire Trail 
$ Bounce off a tire and time your jump 
with the bee's diving panen: 
Another solution might be high m the 
treetops! 


EE ла? IIS — Dats a 


туз; тулу КАЛЛЫ VIPERS 


Riggin’ Rumble ts full of 
nasty vipers that weave 
their way down the rigging 
on topof you You can stop 
these sneaky snakes by 
climbing to the top of the 
ropes Seek refuge trom the 
reptiles by traversing the 
tops of the ship’s rigging 
where possible 


HEAD START 


Save yourself time and trouble—jump- 
on a Hogwash on the double! Get on 


top of the first pillar in the level by 
En) left off the {lying 99 There's 
а barrel above your head! Jump init 
and spin towards the continue pointt 


"T 


| ZINGER PATTERN 


You can’t zap these buzzing begs, but there 
15 а pattern for passing them While riding 
the rope, slide down under the first bee, up 
above the second bee, and then down 
below the final insect You did it! 2 


Ra 


C BARREL ARSENAL | 


Levels: КЁСТ 
y 2 


4 ж. 


EASY WAY OUT 


Brerrrt It's freezing in Arctic Barrel 
Arsenall Take a shortcut to the goal 
and get warm fast! Watk to the right 
and jump off the first cliff you 
encounter, The goal is just below a 

M barrel. It’s tima to warm up with 
some hot cocoa! 


DONKEY KONG 
LAND 


‘These frayed ropes are some 
of the last obstacles on K 
Rool's Galleon Jump on the 
rope just above the Spiraling 
snake and quickly chmb to the 
top Stay near the top of each 
rope and plan samum as you 
make your way right Execute 
your leaps above each Zinger 
as ıt swoops downward Pace 
your movesl 


> PASSAGE 


Another Zinger pattern! This one ıs pretty easy Jump on the rope and stay in the middie, then climb 
down and move to the middle again! Don't forget to grab the letter "б?! 


The key for finding this secret areais to aim 
for the lone banana! dump through the 
series of barrels to the third (and last) mov- 
ing barrel in the section Shoot out of the 
barrel when ıt is all the way to the left. Aim 
carefully! 


мо кіі [р[2| 
KREMLANTIS 


The ruins of legendary Kremlantis are rising 

from the sea! This partially submerged complex 
of ancient temples is teeming with hungry fish $} -SECRET AREA  [//]-GOLDENLETTERS 
and Kremlings. Explore all of the regions and 


=RAMBI =CONTINUE MEDAL 
recover lost treasures! ® e 

" 10 те @)=CoIn 9 =1-UP BALLOON 
LEVEL d IEXCR) TEMPLE (2 ? [5 


(pECEAL К 


A sea creature chases you down Into 
the depths when you swim for the 
letter “K,” but don't be ntmidated— 
wait at the bottom of the pit until he 
slowly swims away 


These rolling radials might run you over if you 

get close, but you can swim next to the wall 

and pick up the Kong Token without taking a 
hit! Too bad you 
won t find lucky 
breaks like this 
1 the advanced 
levels of the 
game 


DOUBLE YOUR DIGPLEASURE 


Two bouncing Kritters are ready to crush Kong! Seek refuge 
by jumping di ntotheleftprt Youdon'tneed tobeat these 
guys Wait for the Knitters ta leave the letter "О and grab 


theletteras for theright pit One more jump right and This deep drop-off is the pits Eliminate 
you're freal” i pa RADIAL REBOUND the anemy end roll the te ot to the 


walt Jump on the tire and spring upward onto higher ground Remember to look for 
tires throughout all of the levels—you ге going to need them 


буг 

DIVE DEED 

Thesesea creatures swim faster 

upthandown Swimunder them x 

after they drop While ıt ıs possible Df 
3 to paddle over them, your timing 

must benearly perfect 


CORAL COVERED PASSAGE 

The sea rarely gives up her secrets, but this one is just for WÎ The departed denizens of Kremlantis were а 
you If you swim down below the letter "№," you'll uncover paranoid bunch—they built two exits ın case 
asecret passage leading to coins and banana treasure This ‘the palace sank 

ıs a great place to ditch Nemo, the sea creature, chasing You cen find the 

Kong throughout the reef | second exit and 

some extra 

bananas and 

Kong tokens If 

you swim far- 

ther to the right 


DEEPER DANGER AWAITS |! 
LEVEL 6 — Жылан: 


a E 
—S 4 ا‎ лғ 
бөр izerde! W's the Snake Vies Kang is forced to ploya Nema’ ot эпе in Мешке -Mastef féar swiriwind ridin 
mers Chalengel, утра" а game ГА Арсал The Chace on think yave skills inthe Swirlwing Storm! 
swirlwind and jake a ares ¢dntestis tag, Hold yowrbreathas ditched this fiend, he's hock оп. Hordeo of Zingers converted this 
Yide through the level This place’ yor dive avd dodge Chomp's ne li [here mght . breezy temple isto o hive. Tell 
will make your fur crwt toothy bite. Don't floender* P" 0 SI: these hees to buzz off for gond! 
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тар зіні fimsiro 
аралы» иегі 


ZEE CLOUDS 


LEVEL 6 


Yeo Haw! Grab Expresso the fly- 
in ннн ari head for the wild 


sunt waster узы 
acress Hegwazh backs i g 
lir LT slide Leap. The оп! way blus yendor! Collapsing Clouds is 
Kooy hopping vail Through tho lavel is ebane full of enemies, but by аргу 
whara yaa want ta don’ the hoadz af yoar E ut  yoarwings, yon can fly away trom 
fall off getting thera. slip batweea tha cracks! troubla. 


LEVEL 


LEVEL 6 


The Oil Drum Slum i is King K. Rooal’s s 
toxic wasta damp. You naed to 
ase а saraa af harning ail cans as 
атро platforms. Don't gata hot 
{ш ime on tha can whan tha 
K Ranl's penthouse flamea burn aat. 


DONT бе suckesed 


быт апі The faw MENS 
г Skysttaper Саре 
E ment i barg 15 high over Май ma por fo و ا‎ 
the city streets. p leet dur tra- ж- ~The last дер yoqayant ta 
ісемереггета іу! аде yop. 


BEADDIES! TYS FOR VICTORY. 
ТӘТЕ, г; E КОО KINGDOM 


Tre т stomp on this mean qmole's patrol! Give this . Rool's back on the attack: If yop finished 
fadent a migraine hy 1 jumping on tis head whenhe Kong Country} you know that. уф ticed'to 
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From May llth through May 
13th, the place to be for committed 
gamers was the Electronic 
Entertainment Exposition, or E", in 
Los Angeles. Е? filled two gigantic 
halls with a jungle of video games, 
video game systems, live 
stage shows, hardware and 
software demos, pounding 
music, flashing lights, 
humongous signs winging f 
overhead, bizarre cos- 
tumed characters dancing 


in the aisles and enough hot air to 
float an elephant. Thirty thousand 
or so retailers, developers, publish- 
ers, and media mavens flocked to 
the expo from all over the world. 
Your Power team stalked the 
crowded booths, hunting down the 
vital news bytes concerning the 
Super NES, Game Boy, Virtual Boy 
and the upcoming Nintendo Ultra 
64, Even at mght, prowling around 
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the edges of the concert given by 
Seal at the Nintendo bash, we 
sniffed out rumors and hints. This 
was The Show. We were there for 
the big story. What would 1t be? 
Nintendo Ultra 64? Saturn? 
Playstation? Virtual Boy? The 
answer may surprise everyone. 


жы 
The big story at Е wasn’t 
what anyone expected Far 
from conquering the video 
game world, the next genera- 
tion games from Sony and 
Sega didn't even measure up 
to the quality of Nintendo's 
Super NES duo of Kiiler 
Instinctand Donkey Kong 
Country 2: Diddy's Kong Quest. 
Against the expensive 32-bit 


newcomers and their limited and 
mostly unfinished games, the 
Super NES withits strong lineup of 


games from Nintendo and third 
party licenses looked like a giant 
killer. 

Score these for the Super NES: 
Killer Instinct, Donkey Kong Country 
2, Mortal Kombat 3, Doom, 
Earthworm fim 2, Chrono Trigger, 
Secret of Evermore, Castlevania 
Dracula X, Tecmo Super Bowl 3 —The 


Final Edition, Batman Forever, 
Primal Rage, Gargoyles, Judge Dredd, 
The 7th Saga П, Zoop, Madden ‘96, 
Phantom 2040, Ninja Gaiden Trilogy, 
The Mask, NBA Live ‘96, Urban 
Strike, Waterworld, Nosferatu, 
Revolution X, Venom—Spider-Man: 
Separation Anxiety, Boogerman, Spot 
Goes To Hollywood, EarthBound, 
Run@Gun, Frank Thomas “Big 
Hurt” Baseball, РТО П, PGA Tour 
96, Pocahontas.. and those are just 
some of the upcoming games for 
‘95, The glut of B titles that scared 
many publishers out of the I6-bit 
business last year has dwindled, 
leaving only the strongest compa- 
nies still in the game. And the over- 
all quality of games has never 
looked better. Nintendo’s ACM 
titles, KI and DKC2, look better 
than anything for the 32-bit sys- 
tems, but Doom and MK3 also rival 
the versions that are appearing on 
the new platforms, and Earthworm 
Jum 2 contains some serious special 
effects. The renaissance of Super 
NES development will result in one 
of the best years ever for gamers. 


Killer Instinct for the Super NES 
brings an amazingly sophisticated 
arcade game to the home platform 
and delivers a knockout. Most of 
the characters and moves have 
been retained in the Super NES KI. 
That is to be expected. But what 
blew minds at E’ was the quality of 
the graphics. If you thought 


Donkey Kong Country was awe- 
some last year, you'll see that Rare 
learned a thing or two since then. 
For dramatic action, total chal- 
lenge and beautifully rendered, 
ACM graphics, nothing beats 
Killer Instinct. 


Dr 


If you want your awe- 
some graphics in a plat- 
form game, Donkey Kong 
Country 2: Diddy’s 
KongQuest sets a new 
standard. As good as DKC 
was last year, DKC 2 beats 
it. Diddy’s new companion, 
Dixie, adds a new dimen- J 
sion to the game play 
because the two characters 
can use each other for spe- 
cial moves. One of the 
marvels of DKC2 is the 
lifelike hair, which has been ren- 
dered using a new Alias 
PowerAnimator™ feature that 
manipulates thousands of comput- 
er generated particles (or, in this 
case, hairs) at the same time. It’s the 
first program ever to create natural 
looking hair animation for com- 
puter generated characters. But 
that is just one of the stunning 
effects Rare has used in this game, 
and the play surpasses that of the 
original ОКС. To be considered 
second to KI would be an honor for 
virtually any video game in exis 
tence except Donkey Kong 
Country 2: Diddy's Kong Quest, 
which is its equal. 


AX 
VIA DA 
2 = 
Williams 
Entertainment 


showed off its 
own one-two 
punch for the 
Super NES. In 
any other year, il 
Mortal Kombat 3 А 
and Doom would be on the top of 
€ heap. Even with KI and DKC 
2 in the running, the two 
Williams titles should be huge. 
he Super NES МК? rivals the 
arcade game for quality and, at 
east at E^, stood toe-to-toe with 
the Playstation game, although 
neither game was finished, With 
all the charactersand moves, plus 
the awesome Kombat Kode fea- 
ture and Animalities, the Super 


NES MK3 will rock. 
When you hear Doom knock- 
ing on your door, you'd better let 


it in. Doom for the Super NES 
makes use of the FX’ RISC chip to 
recreate one of the biggest phe- 
noms in computer gaming history. 
The next chapter begins on Doom 
Day, September Ist, when the 
exclusive Super NES version goes 
on sale. The version we saw at E 
moved with the same smooth speed 
made famous in the PC game, and 
it was just as lethal to aliens. The 
best news may be that Doom will 
have a two-player option for play- 
ing remotely on the XBAND 
modem. As PC Doom players 
already know, Doom is a game you 
don't want to play alonc. 


Ina closed office cut off 
from the bustle of the floor, 
we got our first peek at the 
next Tecmo football game 
for the Super NES. Tecmo 
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Super Bowl 3—The Final Edition 
lives up to its heritage. Dramatically 
improved graphics and all the 
options normally associated with a 
Tecmo Bowl game should put this 
multi-player, gridiron goodie at the 
top of the pile. 


ШШ 


Earthworm Jim 2 didn’t have the 
best parts in, according to Dave 
Perry, of Shiny Entertainment, 
but it still looks to be another 
wacked out, worm-hugging adven- 
ture with innovative stages and 
graphic effects. 

Konami’s exclusive Castlevania 
Dracula X for the Super NES will 
take players back to Transylvama 
for whip-snappmg action with the 
Belmonts. Upgraded graphics 
effects mcluding truly humongoid 
bosses. Run& Gun, Konami's 
arcade hoopster, features big char- 
acters, great speed and solid con- 
trol. The game that has been 
beating out NBA Jam in the 
arcades may do the same thing on 
the Super NES 

Square Soft’s fall lineup of 
Chrono Trigger 
and Secret of 
Evermore is the 
biggest Epic 
news of all 
time...so far. 
Enix only adds 
to the difficulty 
for RPG buyers 
by offering up 
The 7th Saga 2. 

Disney fans 
may end up 
huge winners this year with Disney 
Interactive’s Pocahontas and 
Gargoyles, n though Disney 
Interactive is brand-spanking new, 
the animation is understandably 
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mesmerizing in these 
games A third utle, Toy 
Story, may also come out 
this year, featuring beau- 
tifully rendered anima- 
tion from Pixar and the 
voice of Tom Hanks 
Two morc titles will shi; 
to Europe this fall but 
won't make it to America 
until 1996. Pinocchto and. 
Мала Mallard both look 
incredible. 

Acclaim's lineup 
should be as strong as 
ever once it is completed 
with titles such as Batman Forever, 
Cutthroat Island, Revolution X, 
Frank Thomas “Big Hurt" Baseball 
and Judge Dredd. The only finished 
game, Dredd, is a great play, but all 
of the others share its potential. We 
expect Batman Forever to be a 
block buster 

Zoop ıs one of those 
irritaungly infective puz- 
zle games that seize con- 
trol of your brain and 
refuse to let go. This 
mental wolverine will 
attack both the Super 
NES and Super Game 
Boy, thanks to Viacom. 
Viacom also showed 
Phantom 2049, which isa 
blast to play, and Congo, 
based on the Michael 
Crichton movie, which 
was too early in develop- 
ment to criticize. Activision’s 
Baiiletech takes you out of the cock- 
pit of the mech and into a behind- 
the-mech perspective that really 
improves play over Mech Warrior. 
Although only the Genesis version 
showed at E, the design of games 
for both 16-bit systems will be the 
same with the better graphics 

appearing on 
f the Super NES. 

TeHQ 1s 

making the 
most of its asso- 
ciations with 
Electronic Arts 
and Lucasarts 
Entertainment, 
Upcoming titles 
like Urban Strike 
for Super NES 
and Returnof the 
Jed: for Super Game Boy show 
marked improvement in quality. 
But The Mask, based on the movie 
hit and comic hero, may be TeHQ's 
biggest title of the year. Delays in 


development haven't effected the 
quality of this platform game, 
which features some very cool 
moves. 


ALO TANNI 


JVC's Big Sky Troopermay beone 
of the more unusual adventures 
ever to appear for the Super NES. 
Lucasarts pumped this sci-fi game 
full of humor, puzzles and casy 
action elements. The game play m 
Mutant Chronicles from Play mates 
couldn't bc further from Big Sky 
Trooper. This game takes its inspi- 
ration from the Contra series of 
bullet-fests. Tecmo's Ninja Garden 
Trilogy combines the three NES 
Ninja Gaiden games in a single 
Super NES Pak, but don’t expect 
anything new. Trilogy duplicates 
the three games faithfully, right 
down to the Controller layout. 
Time Warner plans to bring 
Primal Rageto both Super NES and 
Game Boy players while Bandai 
continues to push Mighty Morphin 
Power Rangers with two new 
games—one based on the movie 
and one taking the form of a tour- 


nament fighter. Virgin Interactive 
will bring out Spot Goes To 
Hollywood and Converse Hard Court 
Hoops for the Super NES and 


Aladdin for Game Boy this fall. 
Interplay has only one Super NES 
ütle, Boogerman, planned for 1995. 
But the big news is that Interplay 
announced the acquisition of 
Shiny Entertainment, the devel- 
opers of Earthworm Jim. 
Conspicuous by its lack of titles on 
the hist of upcoming games is 
Capcom. The Big C has called it 
quits on 16-bit platforms. Breath of 
Fire Hand Mega Мап 7 may never 
sce the light of day. Thar's too bad, 
but don't expect that this 1s the last 
you'll hcar from Capcom. It's gear- 
ing up to produce games for the 
new generation of vidco game plat- 
forms. 


\ 
à , =o 
Virtual Boy took center stage ий 
the Nintendo booth with big 
scrcen demos and hands-on units. 


Nintendo announced 
that Virtual Boy would 
go on sale August 14th 
at the suggested retail 
price of $179.95 
including a pack-in 
game. Just which game 
will be packed into the 
system isn't known yet, 
but it will be 
Teleroboxer, Galactic 
Pinballor Bed Alarm, a 
3-D polygon shooter 
along the lines of Star Fox. A golf 
game made by T&E Soft and 
Marto’s Tennis were not as fin- 
ished as the first three but should 
follow the troduction within a 
month or two. 

Mr. Yokoi, from Nintendo 
Company Ltd., thc man who 
designed Virtual Boy, held a 
Virtual Classroom for 30 students 
from the Orvılie Wright Middle 
School іп Westchester, 
California, during the show. 
Along with Allen Becker, of 
Reflection Technology Inc., and 
Jim Merrick, of МОА, Mr. Yokoi 
answered questions after the sci- 
ence students previewed the 3-D 
immersive system. 

On the licensee front for 
Virtual Boy, there weren't many 
games being shown Hudson Soft 
demonstrated two titles, Panic 
Bomberman VBand Vertical Force, 
Panic 1s a puzzle game along the 
lines of Bomélzs, while Vertical 
Force adds 3-D depth toa vertical- 
ly scrolling shooter. Kemco's 
Virtual League Baseball was shown 


inits Japanese 
form Unfort- 
unately, the 
demo didn’t 
allow players to 
get a hit and 
most people 
walked away 
thinking they'd 
just experi- 
enced the ulti- 
mate strikeout 
pitcher. 


vw) T 


N 
ү boy 

The biggest news for Game Boy 
playersis Donkey Kong Land, the 
first ACM game for Game Boy and 
Super Game Boy Rare performed 
the same magic on DKL as they did 
last year on Donkey Kong Country, 
only this tıme they had to reduce 


the palette of millions of colors 
down to four instead of 256. 
Equally impressiveis the Game Boy 
version of Killer Instinct, As one 
reporter said, “I wouldn't have 
believed ıt if I hadn't seen ıt.” 


The Arcade Classic series of 
diial Pak Game Boy games includes 
Asteroids/Missile Command, 
Defender/Jousi, Centipede/Millipede, 
and Galaga/Galaxian. All of these 
Paks reproduce the old arcade 
games ın amazing detail, right 
down to the cabinet borders on the 
Super Game Boy enhanced mode. 

Several other Game Boy titles 
could, also fall into the classic cate- 
gory including Street Fighter П 
from Nintendo and the EA Sports 
series being brought to us by 
T*HQ. The TeHQ lineup of Game 
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Mindscape officially joined the Dream Team at E? with the 
announcement of Monster Dunk for the Nintendo Ultra 64. 
The in-house development team at Mindscape has been gear- 
ing up with more Silicon Graphics Inc. workstations for this 
project. The concept of the game is basketball with monsters—a 
sort of haunted NBA Jam. Although no characters have been 
finalized at this point, Mindscape hopes the game will be multi- 


Boy titles includes PGA Tour ‘96, 
Michael Jordan. Chaos In The Windy 
City, Shaq Fu, Super Return of the 


Jedi, NBA Live 95 Madden ‘96, FIFA 
Soccer ‘96, and NHL Hockey 96 


Anyone who plans to buy a 
Saturn or Playstation should have 
been at Acclaim’s motion capture 
demonstration at Е", Acclaim set up 
its motion capture software to 
demonstrate how quickly it could 
translate animation data for each 
of the four top-end video game 


player. 


platforms, including Saturn, 
PCs, Playstation, and the 
Nintendo Ultra 64. Side-by- ! 
side, the same animated base- 
ball player threw balls, leaped, 
rolled and performed on the 
four screens. Although this was 
not intended to be a contest, 
the differencebetween the NL 

64 image and the others was 
like day and night. The NU 64 emu- 
lation was so smooth and lifelike 
that it looked lıke an actor mstead 
of acomputer generated character. 
The others systems just couldn't 
keep up. In order of blockiness, the 
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worst was the Saturn, followed by 
the PC and Playstation Even more 
amazing is the fact that the emula- 
uon of the NU 641sn'tasgoodasthe 
real thing. 


DPOnE’: 

“1 really liked the show. If there 
was one thing I would change, 
though, it would be to hold it later 
m the year—around July or August 
if possible, May is so carly that we 
couldn't show the best or funmiest 


parts of Earthworm Jim 2, and you 
always hate toshow games too early 
because people might get the 
wrong impression.” 


DP on Saturn 

“This (early launch) 1s hilarious. It. 
reminds me of 3DO’s launch. 
Actually, the people at 3DO were 
showing me the new stuff (M2) and 
Iwanted to tell them to start all over. 
Maybe if Trip grew a beard and 
started a new company they could 
sellit, but not the way itis now." 


DP Discourseson Worms: 

“We didn’t even get to show the 
best parts of Earthworm Jim 2 at the 
show, but you'll be absolutely 
amazed. We have some 3-D effects 
that will look even better than 
Donkey Kong Country. Last time (on 
the first Earthworm Jim) we basical- 
ly did the same game for both the 
Super NES and Genesis. This ume, I 
told the Super NES guy to go for it. 
We've been finding ways to create 
effectsonthe Super NES that noone 
has ever seen before. Now the Super 
NES fim is really shining." And what 
about future worm games? ^We cre- 
ated Jim to be a license and we've 
done tbat. The TV show is on the 
way, and it looks terrific. Gamers will 
instantly see the humor and laugh, 
guaranteed. But we'd like to go on 
with something new, something that 
will surprise alot of people.” 


DP Is A Fan: 

“I really want to do more 16-bit 
games. It's incredible what you сап 
do, and we're just beginning to 


learn what the real limits are.” We 
asked Dave (by way of a little 
shameless self-promotion) if he 
thought Super NES games 
matched up to the new 32-bit 
games “Absolutely. They can look 
even better. In one stage of Jim 2, he 
rides his pocket rocket through a 
fantastic 3-D stage. The effects are 
better than on Playstation.” 


DP Conquers Time, Space and 
Dimensions. 

“One of the projects we are work- 
ing on now that will help with 
(upcoming games) 1s anew motion 
capture facility. This is a total 3-Dsys- 
tem that measures 500 pointsin space 
for creating animations with 120 
frames per second real-time ina field 
of view the size of amovie theater.” 


DP Gazes Into The Future: 

“We'll be working with Interplay 
beginning in 1997. In the mean- 
ume, we have the Activision engine 
to finish. We also have another 

ame to create for Playmates.” 
Another Earthworm Jim? “That’s 
up to Playmates. definitely want to 
doanother 16-bit game, though.” 


5. Sega will introduce а 64-bit 
system by bundling eight | 
Master Systems together and 
calling the whole thing Titan. 


4. Everyone at Atari will have to 
take mandatory math lessons. 


3. Virtual Girl will debut next 
year with a color option. The 
cases will be available in yellow, 
greenor teal. 


2.Sony wıll try to trade 
Psygnosis for a box full of real 
lemmıngs. 


1. Kevın Bayliss, the desig ner of 
B.Orchid at Rare, will invent 
the world’s first anti-gravity 
device and win the Nobel Prize. 
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A hot war has broken out amid the cold 
steel of Heavenly Haven. “Question 
authority” is the motto of a loser 
named Zed and the band of squatters he 
commands, and Judge Dredd has been 
called in to provide the answers. 
Dredd’s primary objective will be to find 
and destroy all ammo supplies. 


times it’s best for Dredd 1 ы Judge nd 
but not executioner, He 
for arresting, but not senveficing, perpet 
tors, What's more, ase >d perps will oft 
drop valuable 
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inean aay Producton he Ale T 
Reserved. С 1995 Egmont Foundation. All Rights 
Resarved. JUDGE Dredd, and all namea characters ^ 
fadam Cesta y Corral Pots н 
International limited and Surge Comic Properties, inc 
Acclaim delivers twelve stages of two-fisted eres ie Sepia her A 
excitement with this Aliens-like action game eei iiim кш 
based оп the hit summer movie. жә 
| In 2139 A.D., Judge Dredd is the MAP 
4 highest-ranking member of ап g 1 
7 elite force charged with соп- HEY жет, сә 
trolling the thugs, rioters and E 
' escaped prisoners who threat- | less supply of General Purp se Shells, gh rS 
D en to overrun America. This аке, n 
И _ relentless enforcer moves into . Sr 
. THESE NEU Gli mDIans nonstop Jj 
DISPENSE Doro at аспоне hs 
ee dee M ышып forces 
EXECUTIONER, ALL IM ONE- that seek to ғ 
destroy him 
THE) JUDGES. and enslave 


earth! 


THEY WERE 


— - 


SAA 


lock war has one hot temper, 
Judae Dredd his 


cy helps Judge Dredd avoid hurung hi 


hile blowing up the ammunition supplies [f 
crammed in to the tight corners of H 
Haven. А keen eye will also help him conserve his. | 
own valuable ammo and give him more cre: 
the end of a round. 
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~ JUDGE DREDD, THERE HAS B. 
| BEEN A RIOT AT ASPEN 
PENAL COLONY, PRISONERS 
ARE ESCAPING. 


A BUG IN THE SVSTEIm 
de 


> = 

lectric door blocks is to close all sccuri- 

o valuable Power- ч 7 is, HE will hae toe 15 computer 
S. Judge Di edd will have to 3 та -d throughout the Penal Colony 

decommission the hidden ^, and engage the locking progédure, 

computer that controls 1t. > 

Then, the hideous Raptor will 

try to gct Judge Dredd to trade 

alife for alife! = з 3 LOCKING PROCEDURE 

ENGAGED - SECURITY 

DOORS CLOSING. 


RIOT RINGLEADER | 


ГАН 


5 2 owe? 
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Е >. JUDGE DREDD | 
ШЕ DISH LOCATED 1 | JubGEDREDD | 


CREEP AND LEAP 


Judge Dredd will have ес pif hands and knees to snag two 

valuable Power-Up: Two. Don't be fooled by the skinny 
guy in the long coat gfiarding this key position. He looks geeky, 
but wields a mean rifle. It’s best to subdue him with a Ricochet 
Missile before arresting him. 
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Judge d has been framed for murder! Fortunately, retir- 
ing Judge Fargo commutes Dredd's death sentence to life 
without parole. елле way to Aspen Penal/Colony, Dredd's 
shuttle is shot down over Cursed Eart! fe must fight the 


vicious Angel Clan whije ^ d udge Fargo. 
ж 5 - 


"^ With bis last breath, Judge Fargo reveals that the secret to 
p. pr g Judge Dredd's innocence can be found in the Book of 
Law. Judge Dredd must fight on through the radiation-blast«^ - 
7 4 ed ruins of Cursed Earth to find the volume that could prove 

his innocence. 


The Book of Law reveals that Judge Dredd has agerfetic twi 
Judge Rico, who actually committed the murder! Sifiister 


federates helped Rico escape the death penalty. udg 
Dredd must return to 
Mega-City One to track 


down this shadowy group Judge Dredd will need some serious 
among the 400 million peo- firepower for the coming battles. 
ple who live there. , Fortunately he knows of a cache 
secreted in the labyrinth of passage- 
ways beneath Mega-City One. 


COUNCIL 


Armed with the Book of Law, Judge Dredd must convince 
е Council of Judges that he is an innocent man. The A 
Council Chamber is heavily protected, though, by a phalanx 
of automated gun cars and Judge Hunters in b uniforms. 
Judge Dredd will also have to find the Сал ар that 
open the series of doors leading to the chamber? 
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Until now, you’ ates 
? on end or d e 
pressure ht end gotten only good things out (К wil 
you Seite tim tune? Well, st eould be freedom or poison 49% to the heed! 
Step on the right plete їс open the exit door The jump over the left plete 
ould be no sweat, hub? Wrong! If you stand right next to a plete 
you'll ectivete it when you jump Stand one bricK eway (you een see n 
outlines in the floor) before you leep 

T MÀ eet T. 4 


ар, | 
Your first impulse will 
ЈЕ] he to climh 
a dewn the tong shaft, hut it turns ut to he a deed end. Slide under the 
bloek to the right instead. You won't he able to stop yoursell from flying 
off into $pece, but them s e safety device you eant see at first. There 5 
в eoflepsing pfatform that will breek your fall just enough to heep you 
from coming ta & very messy end. This door leads you to the lower 
әпіғагев to the maie erea of к” 2 


By now youre thinking to 

yourself, “What coufd be 
iene bea ison dertsto the head?" An arrow, that's what! The plete 
| just below the entranee is booby trepped, so skip over it. The plate on 

| the lower left opens е wall, while the plate оп the right is linhed to 
another trap. It activates e well of spikes that will make the climb hack 
up е lot more diffieult. Where's Indiane Jones when you need him? 


Things should he smooth зайне from m 

hera to the next hoss, if you're eere- 1 After all you ve been through so fer 
its good ta have e breather before 

ave to do hem is grab the crystals in 
e chest oul exi through pe upper door. Push the well up against the | 
tight platform and elimb up to the treasure ehest Next, jump down to 

| the right, welh under the platform end push the well baek over to ће | 
left. Now you een elimb up the pletforms to the exit. 


they belong in a prisnn! = 
еуі move in cinse, nne nn | E 
side nf you. While you face | 

| mne, the other will sucker punch | 
| you. The trick is either tn get 

: them together nn 
| one side nr tn get 
| ‘them very far apart. They share nne] 
each taking the top nr bottom half. Т 
monkey ata time, ao” 


Now you’ve gone and done it. Your vampiric foe has taken 
^ off the kid gloves and replaced them with many sHarp blades! 

| There are flying axes, thrusting swords and pulsirig > walls of 
“> spikes around every согпег,апа [уоп "ll certainly begin tóappre- 
. ciate the fact that there are unlimited continuesin thisgame: | 


There's а new kiad of Zombi he's meaaer thaa а ig you va 
coma across so far. He's/camying ph laoks like somehady's leg Diae, aad 
you doa't want ta let him айй yours tn bis collection? He's quick oa tha draw, 
though, and a few gaod hacks will shave off ше а bit of your health? 
“уои also aacountar flying axes that look for you. They can spot you if you're 
standing still ar walking, and they gaa aasily mow you down. What should 
you do? er of e ugiies di a haad oa yau, there's aot much yau 
сап бекон cand а ЫТ ш ıf you're moving fast, But what ahaut 

без dr er things the pink, lobby Чү Foal} see float- 
4 ‘ing can i 2 к, cant тй past without getting hurt? үүн: | 

ама to risk it 


Two chests harbor some very uahappy ghosts, | 
aad there's ao way to tell which саеѕ! (Okay, the 
muddle ane ts safe.) 


Thares a prassura plate an the floar 
| bahind this railing. Baware! It maa 
to the head! | 


E 


Make your 1 


ОУ form and def 
ja mem умет тей 
platform. Ban't panic! К 


| You may have aoticed that you caa often fall quite a loag 
" distance та this game and aot get hurt. This isn't ane af 
ne times! Make a renning jump (run, hold right oa tha Control Pad and hit 
B whan you gat to the edge) aver the chasm and latch an te tha ladga an the 
.nght. Slowly drop down aad grab оа to each ledge until you reach tha maia 

рай адаа Ba caréful aut to go too fast c ‘or you may overshoot the mark! 


fe meter, wit 
'todefeatone | 
ir efforts. 7 


‘our eeergy oe it, There's nothing of value іп 
iere? 


Be raady to 
movel Staed 
oa this platform aad lat the ax see you. Drop eed 
hang an to tha laft ledge, but doe't let go? As th 


You’ve only made it through the first half of Stage 3, and the worst is yet tocome! Your 
J» adventure continues through three more stages, filled with ever more deadly mazes 
" and traps that will challenge your mental and physical dexterity. Where is the 
Nosferatu in all of this? Is he afraid to fight, or is it something else? Perhaps he’s 
watching you right now, taking your measure, preparing his strategy. Or perhaps 
there are other matters that require his attention..! Don’t stop for anything. It's up to 


you to save your girlfriend and put an end to his reign 
SSS of terror. Hurry! HURRY! 


yy to tha top plat- 
t pod & to 


will lest a bit es 
r to the right. А rue- 


GOON TO 
YOUR 4UpER 
NES FROM 
INTERPLAY 


>, 
ж 2 Ir 
» 22 | JUDGE DREDD 


ў s€curity has proved useless against the 

treachery of Judge Rico, who has assassinated the entire council! Janus Lab, a cloning complex bengath the Ёс 
Judge Dredd must now getto the Central Terminal, which cantell gotten ruins of the Statute of І. феуд, 
him the location of his evil twin. Caches of grenades on the way Dredd knows that arresting him won't жор this 

will help him disarm the Judge crazed killer, He will have to sentent hi$ own 

Hunters, who seem to be posted genetic twin! 

outside every elevator door! 

:| LABORATORY LOCATED 
UNDERNEATH THE STATUE 


OF LISERTY 
| CURRENT STATUS: DISUSED 


LAST ACCESS: USER RICO 


ms қ “> Ж 
THE FLIGHT OF Ngee 
THE LAWMASTER IU bee 


Gard the prototype Lawmaster IV fly- 
ile his sidekick, Fergie, tries to shoot 
down the pursuing Judge Hunters, Judge Dredd steers and 
kicks any that get too close! Dredd will also don a special 
suit that will protect him from toxic threats. 


1 P 


2 E 
y ы 7 
THIS МЕШ НІбН — ` Û 
PROTECTION BODY SUIT 
SHOULD HELP... 


A S TD. 
T JANUS LAB 


“Give me your androids, your automatons” should bejthe 
motto of the Statue of Lib: in the third millen 


There’s not a living being in sight, just automate: 
flying devices and, deadliest of gH, the outlawed Atomic 
Biological Chemical (ABC) Warbots! They аге all part of 
the security system Judge Rico has set fip to 
defend his fiendish operations in lab below. 


PAAT ОПЕ 


5 and they hit like ten tons of 
bricks! Judge Dredd will need all his 
courage.to fight these rampaging 
robots, He'll Yave to wait until they 

= : - g approach before 
- I ab UN iilis AS -. nailing them with 
1 rae BE High Explosives. 


Ж. 4 
ГА КЕ M EN 


un cars, 


In > s 
ag n атат 


The Force Field will comeinh 


Dredd goes into battle with the рее ABC Watts 
patrolling the scaffolding that has been e 


y when Judge 


edon 
the Statue of Liberty. 
There is also a good su 
pty of High Explgsi a 
4 ahdArmor Ріегсерќ 


Judge Rico has prematurely hatched 


the clones from the Janus scloning 

ks seem to 
y alf-formed 

t Judge Dredd! Dredd must 

first prevent all future cloning by using 

the lab's computer terminals to shut 

down the power supply. He shg 

destroy as 

many 

cloning 

tubes as 


possible. 


JUDGE dy. ЧЕ HAVE 
DISCOVERED YOUR GENETIC - 
TWIN’S PLAN AND HAVE 
DROPPED ALL CHARGES 
AGAINST YOU._ 


J i 

invasion OF- quer 
THE GILA типу R зз жауы 
There is no end to the scum around the Statue of Liberty. o” ха ted ONE 
The Gila Munja, a band of mutant murderers, has р; THROUGH THE SEWER 


access to Mega-City One via the sewer nétwork beneath (E 
Janus Lab. Judge Dredd must liquidate these fiends while 
arresting and sentericing other v c ad 


[тне usuak тиісе GET THE спа muna! Û 


Judge Dredd uses his кек These bare-chested cutthroats are throwbacks to more primitive times. 
Missiles to make short work o! 2 They prefer to fight mano-a-mano, armed with nothing more than a jmife 
punks with the shades, but extin- апа pure guts. Hiding in dark corners and swimming in sewer water, they'll 
guishing the flamethrowers calls spring out when least expected. Fortunately, Judge Dredd 15460 much the 
for more potent weaponry. There professional to bother with such wildman tactics. Instead; gps his dis- 
аге also a lot of perps with flaming tance and blows them away with & 


fect, h sure sign that they аге Dark any explosive missile. 
s worth lots of credits. 


ЕРТЕ 

35 59 
WORKERS AT THE 724 
PROCESSING PLANT, SOME 
OF WHOM ARE PRISONERS 
FRON THE PENAL CDLONY 
AT ASPEN, HA_ 


"ж 
sagen "eps rreemncuostaces J 
кор т sve mselves away with their flaming FREEING HDSTRGES 


feet. The spi ark Judge quickly flees the body of е Dredd will haveto do a lot of and-ove: hag 
asenterjced, 33 dee Dreddhasonlyafewsecondsto climbing while hanging from ceilings if he wansfto 
je capture the spirıt with a Boing avoid an RCgWath. Even his new high-proteqaén body 
Bubble! suit won't him from that toxic saff. To make 
magfers worse, rioters 
lying in ambush 
hmd heavy machin- 
n and near the 
hostages. As always, 
Judge Dredd has a limit- 
less supply of flying 
devices to whisk off 
both freed hostages and 
arrested perps. 


піп THE _ (с асай 
CITY TOWERS. ЕУ 


REPORTS OF RIOTING FROM 
Because perps never take a break, neither does THE UrPEA AREAS OF THE 


Dredd. He must now ascend to the tops of the city 2254 CETS TOWERS EVO ARE: 


to put down another disturbance, this time led b peau 


group of Sky Surf riers. Dredd is to show no mercy. His 
orders are to sentence the hard-core rioters. 


RESTORE ORDER 


ted perps throw up their hagtls while a "Guilty" sign 
cs over their heads. Judgg#redd has only a few sec- 1 
опа to perform the ajrestHefore the perp goes back to SHY SURFERS 


his usual thuggery. boe. lona 
‘Sky Surfers, but 
ha AE 
if he usas 
‘hist Tia Dona ns 


LI 


arly 


JUDGE DREDD, WE HAVE 
UNCOVERED THE ROOT OF 
ALL THE RECENT 
DISTURBANCES — THEN. 
HAGE BEER МЕНЕ | 
DÍSTHACTIONS-/TO-CÜUER 
Us A, PLOT-BY THE DARK_ 


Judge Dredd's task е, systems to рге: 

access to the Inter-Dimensional Jump Devic. 't be easy, thefîgh. 
A bevy of perps and deadly Warpots have 
gathed access to Kistice One ai е wreaking 


mean that Judge 
Dredd can’t evade 
the lawbreakers. 
He'll have to fight 
cach of them— 
sometimes more 
than oneat atime! 


SUDDEN DEATH 
IIT DEAD WORLD 


The Inter-Dimensional Jump Device is a fake! Judge 
Death, the leader of the Dark Judges, comman- JUDGE DREDD, THE DEVICE 
deered the real one and fled througlrthe Warp Field to йш бак UC TDI В 
the Dead World. Judge Dredd must pursue him М : Me 


free earth forever from the-Dark, Judges” 


A FIGHT ТО THE DEATH 


Nothing Judge Dredd has secn has prepared him. mam infernal chal- 
lenge of thg ead World. The way to Jud; Math is guarded by lava 
lakes, ghastly ghasts and three espec 
ing Dark Judg dge Fear, Judge 
Judge Fire! judge redd must giSpatch and sen- 
A Я tence these Dark 
Judges with High 
Explosives and 
Boing Bubblesor 
they will return 
from the dead 
again and again. 


ing 
Dimensional Jump Device 
free eorth forever from 
uu threet of the Dead 


WIRE-TO-WIRE 


DEFINING 
ADVANCED 
COMPUTER 
MODELING 
(ACM) 


We went straight to the source for 
the background on ACM—to Rare 
Ltd. in Twycross, England, and Tim 
Stamper, Managing Director of 
Rare and the leading hight behind 
the development of Donkey Kong 
Country and Killer Insunct. Tim 
defines Advanced Computer 
Modeling as the usc of 3-D graph- 
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UNDER THE 341! 


ics for every clement m agame. 
ACM may be summed up ma short 
sentence, but the process of devel- 
oping games using ACM didn’t just 
fall out of a tree. 

Tim, his brother Chris, and the 
team members at Rare began ex- 
perimenung with new graphics 
techniques about four years ago. 
Many people wondered at the ume 
what Rare was up to. One of the 


most prolific developers for the 
NES had suddenly become very 
quiet. Ina period of two years, their 
only notable Super NES product 
was Battletoads Іп Battlemaniacs. 
Tim admuts now that he was look- 
ing beyond 16-bit platforms. He 
wanted Rare to lead the way to- 
ward more advanced games. At the 
time, no one thought that a 16-bit 
machme could deliver the sort of 


performance required by 
advanced 3-D graphics, 

The Rare team began studying 
$-D visualization tools for Apple 
Macintosh computers about four 
years ago. Many of the graphics 
packages gave good results, but 
nothing as spectacular as what 
Rare had in mind. According to 
Tim, “It wasn’t until we got our first 
Silicon Graphics workstation with 
Alias software that we fully real- 
ized what could be created with 
this type of computer power. We 
then began transferring some of 
our early 3-D images into the prod- 
ucts, although at this stage you 
would only see the odd graphic 
that was rendered as opposed to 
DKCand KI where everything in 
there has been rendered. It took 
about another year’s research and. 
development before we were able 
to squeeze all of the memory-inten- 
sive 3-D rendered visuals into one 
product—Donkey Kong Country.” 

The conceptual breakthrough 
came in twoareas. First, Rare saw 
that ît was possible to create a fully 
rendered game instead of just 
using a few 3-D objects The pro- 

rammers later realized that the 
fully rendered Sihcon Graphics 
images still looked great on lesser 
computer systems and even on 
mass market video game systems 
like the Super NES. (As you can see 
in this issue’s Donkey Kong Land 
review, the ACM technique can be 
used effectively even for Game 
Boy graphics.) In fact, the Super 
NES has enough power and special 
effects capabilities that ıt has prov- 
en to bean excellent platform for 
Rare’s advanced game environ- 
ments. 


The ACM technique begins with 
artists modeling game elements on 
Silicon Graphics hardware using 3- 
Dsoftware such as Alias’ Power 
Animator", The photo-realistic ele- 
ments include characters, back- 
grounds, objects, literally 
everything you see in the game 
world. This differs from tradition- 
al game graphics in which most cle- 
ments appear as 2-D paint or digi- 
tized images. 

At Rare, an artist first creates a 
sketch of a character on paper. 
Once the artist and game designer 
agree on the appearance, it goes to 
the 3-D artist who creates a wire- 
frame model of the character. 
Generally they use an Indigo 2 
workstation at this point. Although 
the Indigo scrics is at the lower end 
of the Silicon Graphics Inc. family 
of computers, it is still more power- 
ful than all but the most powerful 
PCsand Macs. The wireframe 
modelcan be moved or have parts 
repositioned to create initial 
frames of animation, as well. The 
next step is to send the wireframe 
images or series of animation files 
to more powerful computers such 
asthe Challenge XL or Challenge L 
where the images are rendered. 
with realistic looking textures and 
light sources intoa final, apparent- 
lysohd3-D image. 


Under the 
skin, all ACM 
characters 
are created 
equally with 
wireframe 
skeletans. 
Texture 
maps are 
rendered 
anta the 
wireframes 
far the final 
appearance. 


Tim Stamper has a lat ta smile 
abaut. His visian af what 
videa games cauld became 
has paid aff with the biggest 
Super NES hit af all time...that 
is until DKC2 and KI hit the 
streets this year. 


A pragrammer's best friend 
is..his SGI. What else? 
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If you've been reading ‘Power over 
the last year, you've heard us talk a 
lot about fully rendered computer 
games. So what does “rendered” 
mean? It basically means that the 
computer builds or renders the 
final image from piecesspecified 
by the artist. Beginning with a wire- 
frame, the artist will specify a tex- 
ture that overlays the skeleton of 
wire. Think of this as the skin. The 
surface may be assimple as a 
smooth single-color texture map 
oras complex as the fine hair on 
Diddy Kong in DKC2 (In fact, 
Diddy’s hair 15 much more in- 
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volved than you might imagine. 
The movement of individual hairs 
as calculated by a function of 
Power Anımator that mimics what 
happens when а force like moving 
air acts on particles.) 

Next, the artist may want to cre- 
ate a light source that shines on the 
object, or many light sources, or 
shadows. One technique for creat- 
ing these lighting ef fects is called 
ray-tracing. The computer traces a 
line from an object toa specified 
light source, altering the textured 
surfaces it encounters along the 
way so that they are properly hght- 
ed or shadowed, Take a look at this 
month’s ‘Power cover. The fully 
rendered scene includes objects 
and backgrounds, special ef fects 
like the reflecting bubbles and 
shadows that look as if the light is 
filtering through water. Animated 
sequences can also be rendered 
frame by frame. The complexity 


VT 
2 = 


— 


of this rendering task requires that 
you use very sophisticated and very 
fast computers like those ın the 
Challenge family from Sihcon 
Graphics Inc A series of frames 
that might take 25 minutes to ren- 
der onan Indigo 2 workstation 
would take only five minutes on 
the Challenge XL. 


DIGITAL- 
DANCING 


The allusion of 3-D that you see 
with ACMcharacters is only com- 
pleteonce they are animated, 
because that’s when you see them 
from different angles, just as you 
would see a real person moving 
and turning in frontof you, Rare 
has used two methods to create ani- 


mation for its ACM games. For 
DKC, the process began with a trip 
to the zoo where the game design- 
ers and artists studied the move- 
ments of gorillas, rhinos, ostriches 
and so forth, Back at the studio, 
they recreated what they had seen 
using the wireframe models (One 
wonders where they found a mod- 
el for the flying pigs that appear in 
DKL) 

The animation framesare creat- 
ed by moving the limbs of the wire- 
frame model to certain key points 
inrelation toa particular activity. If 
you want to create frames of ani- 
mation showing Diddy walking, 
you can move the key point froma 
backward toa forward position, 
The computer then figures out all 
the frames between the key points 
tocreate the smooth motion of 
Diddy’s leg in motion. Of course, 
most animations in Rare’s АСМ 
games contam more than just the 
basics As Diddy walks, every part of 
him seems to be moving—eyebrows 
lifting, tail bobbing, armsswinging. 
Once the motion has beenset, the 
artıst lets the computer take over 
and render the frames. At this level 
of animation, there will be more 
frames than canbe squeezed mto 
the memory of aSuper NESGame 
Pak. According to Tim Stamper, 
reducing the number of animation 
framessothey don't cat up too 
much game memory, while main- 
taining the smooth motion, has 
been the most difficult part of cre- 
ating Super NES ACM games like 
DKC2and KL 

The second method for creating 
lifelike animation, and the method 
that was used to create Killer 
Instinct, isa more sophisticated 
technique called motion 
capture. This involves 
dressing an actor ina 
special suit that con- 
tains sensors that link 
toan SGI worksta- [| 
tion. The wireframe 
model 1s loaded into 
the computer and 
whatever physi- 
calactivity 18 
performed by 
theactorin л 
the sutis 
then mim- 
icked by the wire- 
frame. In this way, you 
сап recreate completely realistic 
movements. 


Another challenge for Rare comes 
from the difference in color 
palettes between an SGI computer 
and the Super NES. The original 
24-bit SGI image with up to 16.8 
milhon colors must be reduced to 
256 colors for the Super NES. 
Although that may seem like а 
mind-boggling task, keep in mind 
that most images don't usc any- 
where near 16 million colors and 
most of the color differences are 
minor shading variations. Rarc 
developed a proprietary method 
that reduces many colors mto arel- 
atively few The trick ıs to maıntaın 
key colors with enough subtlety to 
emphasize shadow and lighting 
effects, which in turn helps to cre- 
ate the illusion of 3-D. 


Weasked Tim Stamper about the 
future of ACM games on the Super 
NES. “I think the only thing pre- 
venting us from making further 
advances on ACM games will be 


the size of the Game Paks and the 
memory available to us," Tim com- 
mented. “On the other hand, there 
willalways be superior methods of 
compression that will come along 
to supercede current software. This 
willallow usto squeeze even better 
visuals, audio and game play ontoa 
SNES game. Killer Instinct on the 
Super NES isa great example of 
this.” 


All of the techniques described 
here are not just being used for 
Super NES games. АСМ ıs the back- 
bone of Nintendo Ultra 64 develop- 
ment, as well, but on an even more 
impressive scale. Tum Stamper sees 
the NU 64 representing the future 
of video games. In fact, all of the 
special editing tools that were 
developed for creating 16-bit ACM 
games have been enhanced for the 
NU 64. “We think it is going to be 
tbe world’s number one home 
video game system,” he says. If that 
proves to be true, then Rare and its 
eye-popping ACM games will be a 
big part of the reason, In the end, it 
isn’t how great the hardware is, but 
how great the games look and play. 
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THE FIGHT I5 ON ТЕ 
Atlus Software presents Power 
Instinct, a tournament fighting 
ame that will give fighting game 
‘ans a few good rounds of fun. On 
the surface, it appears to be a 
typical fighting game, but players 
who give it a try will be pleasantly 
surprised by the game’s complexi- 
ty and strong play control. While 
the ЕРМЕ are not spectacular, 
the charac- 
ter anima- 
tion is good 
and it 
reacts 
quickly to 
the player’s 
commands. 
All eight 
characters 
are well balanced with a variety of 
special moves, allowing advanced 
players to piece together decent 
combinations. 


FIGHTING HERE їп дипп 
BETERMINSED BY FATE. 


© Atlus 1994 & 1993 
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Unlike other fighting 
games, Power Instinct 
offers players two differ- 
ent practice modes to 
hone their skills. There are 
also three different fight 
modes that allow fora 
wide range of fighting 
challenge. 


Players who want to testanew 
move can spar against a computer 
player The computer player is sta- 
tionary in Practice Mode 1, and 
movesin Practice Mode 2 In either 
mode, you can practice for as long as 
pou want without fear of losing 


Allof the characters in Power Instinct are strong fighters, 
but all of them have different strengths and weaknesses 
that affect their performances. Players should find a com- 
batant that fits their style before heading into battle. 


E | Annie = 


Annie 
has a wide range 
of mussile attacks 
that make her an 
effective fighter 
from а distance. 
She isa good fight- 
er to use for players who pre- 
fer a hit-and-run style of 
fighting. She is a strong and 
fast fighter. 


Am Buttole | 


Buffalo isn’t the fastest fighter 

around, but his powerful attacks more 

than make up for his lack of speed. Players who 

hke to keep on the offensive willenjoy great success when 

; they use Buffalo, especially 

if they use his Rush Power 
Punch torun into battle. 


keit 
Keithisa well-balanced fighter, but many 
of his special attacks give him a speed advantage over 


most of the other fighters, Players who master his moves 
can beat anyone. 


Otane 1s the most unusual of 
all of the fighters. She first 
appears as an old woman, 
but she can 
change into 
а young girl 
by drawing 
energy out 
of her oppo- 
nent during 
the battle, 


Ел 


Ag e Angelo | 


She uses her size to her 
advantage, causing 
incredible damage to 
her opponents.While 
Angela has several 
good moves, her close 
attacks do the most 
damage. 


| BEST or me BEST 


Players who are just learning to pla 
| Powe: Instinct should choose well bal- 
anced characters to use until 
| they've mastered the game. „ 
| Keith is a good choice 
because he is fast and strong. 
His moves are easy tomaster. 


Prass Away, 

Down/ Away, Down, 
Down/ Toward, 
Taward and Y. 


Кесір is a 
good balance 
between speed. 
and power. He 
15a good character for begin- 
ning players to use until they 
are famihar with the play con- 


trol of the game. 
» ۴ “ E 
Soie | 
pem. 
“77 Saizoisa ^ 


powerful ninja 
whose fighting style 18 
filled with 
dirty tricks. 
Mastering 
Saizo’s spe- 
cial attacks 
isthekeyto & 
successfully using him in battle. Players who like this 
fighter will need to practice if they want to win. 


Te" ж 4 . ^ 
M 3 3 hin Nen | 
— 

Thin Меп special moves T = 
are very difficult to master, but once 
players know how to use him, they 
are very tough to beat Players can 
drain their 
opponent 
in seconds 
flat by 
using the 
Power 
Kick. 


Press Taward, 
Down/Toward, Down 
then AnrB. 


Press Away, 
Down/Away, Down, 
Down/Toward, 
Taward and A. 
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| ‘The first part of Stage Î gives you a 
my. chaoce to honê your basic play cootrol 
skills. You find out gbout pushing walls, 
climbiog up an down platforms, go 
"through doors, openiog chests, grabbing 
itemgand fig in one short practice 
session, There aréno bu 
p i 54 
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This chest looks ripe for the picking, but you'd 
better not pluck it before you scope out thesitua- 
tion. Theceotipede that guards this treasure has 
a nasty bite that could end your quest really fast! 
Hang from the left platform uo til he’s right 
under you or on his way offtethe right. As long 
as you're oo top of the centipede, be бап 4 move 
or attack, eveo if you walk around. Open the— 
chest and grab the treasure by standing in front 
of itand pushing Up on the Control Pad. 
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к 7 Xo The Centi 


If the summer heat is getting you 


down, this just might be the Pak 
to send a chilling shiver up your 
spine! Set fis combined detailed 
graphics; smooth animation and ay 
"fun" horror setting into pne very 
slick package. е 


© 1994 Seta USA Inc 
12 өтей by Nintendo 


attack you in this area, so you cao get afeel for spac- 
iog and timing during battles without worrying 
about getting pummeled. Avoid the temptation to 
breeze through this area. Things will get tougher 
before you know it, so take the time to practice. 


ғ 
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LikeiPrince of Persia, overcome with 
Blagkthorne and other — abitof practice. 
“міаге crawler” adventure Though there 
tles, Nosferatu features аге lots of 
1015 ог climbing, jumping miner апа 
andintricate puzzle solv- major enemies 
ing. Thedramafic opening lurking all 2 
4 cesthenameless about, the puzzles are the greater 
y Young hi 7 onaquestto — challenge. They take a quick hea 
7 save his girlfriend from the and q hands to overcome, 
. undead ithabitants of the local you must complete, €ach 
Though the premise issim- — stage before the timer runs ont. 


nd l'amiliar, the game asa There are three dil ficulty JKevels.— 
кше is execut nery wellowith ^ 3€ of less time. on theelog k) 
Е ar palue, guod and unlimited continues; "Ed 


detailing on the thar, апі ndvicts and experienced gam 
backgrounds, and ise! ction of — alike cámenjoy this borrific 
> creepy sound of: fects an Perd . adventure! M 
-Fhe тәй character seems te walk 
S х slowly but the figure and сїйста 
scéne animations fluid and real- 
istic. Check ont the hero when he~ 
accidentally knocks his head 
st a wall! Play control may 
ome getting used to, espe- 
ciaHy with its relatively narrow тұ 
itdi zone-Y ou also have 
to press: tack button once to 
get ready to ifie» 4 our first 
punch, but these дад can Ке 
an. 
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The Goods You'll find three types of crystals in 


treasure chests thronghout the game. The Red Crystals increase physi- 
calstrength, the Blue increase the capacity (length) of your health meter 
and the Green restore health. You'll also find Hourglasses, wbich give 
you alittle more time on the clock. If you perish, your strength reverts 
to zero, but your bealth meter capacity remains the same. 


The Zombie Go past the exit and enter tbis 


room to get three bonus items, 
(Remember to press Up more than once tosee if a 
chest contains more than one item.) The blue crea- 
tures in the hall won’t attack, but the Zombie defi- 
nitely will! An attack by any minor enemy will 
drain half of one health bar/crystal. You can’t 
defeat the Zombie pérmanently, but hitting him 
repeatedly will make him melt away for a short 
period of time. 
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Th e Sli Hm е The slide moyelis the key to getting 

past alot of i the obstacles and puz- 
- йез in this game. First you tap twice and hold the Control ^ 
Wu Pad in the direction you want to run, then press Down and 
Nx Yat the same time. A slide normally won't get you very 
"€ far. If you’ "re Sliding under a stone hlock, however, you'll 
Wepeoinrantityou. a a eg nde crepe 
ahoni getting stack.-— ^ ч 


1 Baroo von Frankenstein\must have mass pra “г 
monster becagse- is only ibe first one ТЕ! 1 X 
encounter! Freok walks back ond forth whe pattern: He ‘tdamage OD, 
hl S 


[Stop on the pressuro plate to open the upper quis. Ё |- | het he'll steal Rod Crystals, Stand just at the point where he turus ond 
1 die Rod Crystal from the chest, tako the lower | wu. M he walks away, Won't chasé him. Не Tie con tun ant сүлейі еген n 
1 о blue monster for another Red Crystal, — “ through ал attack. за eed back. me ai 
» 1 ы t 


You've made it past the outer walls of the cas- W PS tn 
س‎ ۴ e е | ait until Frank moves left then slide 
E | tle, and here’s where the tricks and traps really nnder. Stand right next to the wall to keep 
~h start to test your mettle. There are two exits | Frank from scoring а Red Crystal! 
from thisarea—which one will you take? - 


"The Bipeds 


The blue monsters think 
you're good enough to eat! 
"They'll now jump at you from 
a short distance away aod 
latch onto your head, taking a 
chuok off your health in the 
process. A runoing attack 
(run, then hit Y when you're 
. close to the target) isagood 
way totake them by surprise. 


э Пиев ораи оја » Vonr slide will 
та eye with the power to steal o Red Crystal Like vi Ah deadly 


edge of М it lined with deed! 
oas only g : ghe ктө e ЛАТЫН ой 
а инеш кү d d 77--4 * e Control Pad, you'll eer on the 
ае the poi. he à edge, but yon won't fall Jemp 
ри across. If yon don't clear the pit, ese 
the Control Pad to grab on to ti® 
ledge and climb up 


turns aronnd Thes өс - 
ing 
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Th € Wall Other things you'll find through- gw 
out thegameare false, or moveable, с 
walls. Though there’s always а chance that moving them will hack- 
fire, doing ko usually helps you progress or ohtain items, as it does 
here. Еуеп if youget yourself trapped and the timer runs out, you can 
start over from the beginning of astage. Your strength will be hack at 
zero; but at least you'll know what nottotry the next time around! 


`The Hand 


These hife neisances will pop out of the 
floor without warning, trip you up вай amm 
pick а Red Crystal right out of yoor росі] = = 


m IDs -— 
КЫА so cont гей | The Were Т j hi 


{| eumber yout, 4 |^ He doesn’t look very еә 
ы p the first place, and he only gets 


"Ве sure to step оп this plate and tah 


pati to tho іні room before ex fine | >| worse as time goes on! The first | 
hat will kappen if you doi end | major enemy is an ugly hunch- | 


see for yourself! 


hack that hits you coming and | 

ng with amean honmerang | 

Thlsis bad enough, hut then | 

transforms into aslathering | 

ех jp Notnnly dnes he get | 
strnnger, he'll grah you hy the 
| acckandthrow youtntheground 
=] before you can hat an eye! Try to 

| landa hits as possihle. 
before 1 


"m 


Tbe Hand 


Here ere more peırs of honds thet ere enything but 
hefpful! You cont destroy them, so if you lose Red 
Crystols to them, you'll have to find replocements 
somewhere else. You con't ovoid 
them this time becouse there's no 
altereete route Jumping isn't ee 
effective tactic, but yor might try ren- 
- wing down the corridor. Choeces оге | 
good that they won't be able to grab | 
you «f you're moving fost onoegh | 


| Beholder | 


7 The hest attack position is just to the 
| Fight of the pillar. The Geholdar is | 
| 


This pressure plate opens the gate 
Plate to the upper Hs Just staed next to 
the plate ond push egamst it using the Control Ped 


very quick and maneuverable, so you 
shouldn't 
chase 
him, Let 
him come 
ta you, 
then let 


| Wall 


| Move this well to 
reach the lower 
exit. Se cereful 
not to trigger the 
nearby pressure 


SE —— \ 7 Sole! 


As yoo mali! yar 
‘way to an exit, will 
Frenk or brave the collapsieg plat- 
їп the path below? Either way, you're 10 

| for a world of hert! 


| 


үл Жел Жз! behind this pil- 
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This; 15 dely for the strong! 
ішк k, but ha's much mere powerful. If үов ге weak 
he'll wolk threegh your punches and tehe your Red 
Crystals вой some cf your heefth Staed on the left sida 
of the door and swieg like crazy! 


‘ther Zombies ysu've seen around, but they 
hold special bonuses. These guys won't 
regenerate, and they'll drop Red Crystals 
when they disintegrate. If yaur strength is 
maxed out, a Red Crystal will filt up half sf a 
health bar, just like a Green Crystal does! 

= LÁ i “Улы, 


ag [Thm tte well 15 easy to 

ALE ise if you're just reening 
past Push the wall ell the way over to the 
right to activate the hiddee pressure phate that: 
opens the exit. 
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EPICS FROM ENIX 


nix hada lot to report over | roughly, one year away. Ouch! 
the past few weeks. First : Inthe meantime, Enix has The 
. 7th Saga П, a 32-megabit RPG that 
? may well keep you busy until 
; Dragon Quest VI comes out. If you 
| played The 7th Saga, you're 
already familiar with some of the 
unique features of the series, 
including the monster radar. The 
+ sequel goes way beyond that with 
. new battle views that incorporate 
: lots of animation. According to 
: the type of attack you make, the 
animation of the characters in 
; your party varies dramatically so 
- that physical attacks really look 
* physical while magic spells behave 
magically. The game is divided 
into eight mam worlds, but you'll 
find worlds-within-worlds 
j throughout the game, so it seems 
i to expand inwardly and outward- 
ly. Your party consists of eight 
i characters, up to three of which 
: can travel with you at a time. The 
game also features puzzles like 
+ those in BrainLord where you 
* must “solve” a room before mov- 
; ing forward. The original 7th Saga 
; wasa solid RPG with a little bit of 
- innovation, but this new 7th Saga 


off, in our monthly Dragon 
Quest VI Watch segment, appar- 
ently the game 1s actually fin- 
ished. Well, sort of. According to 
Enix, although the game ttself 1s 
complete, the story line 1s only 
half finished. Although this may 
scem like a paradox, it really isn’t. 
The basic story was established 
long ago, allowing for the cre- 
ation of the DOVI world, but it 
seems as if the history of individu- 
al characters has been left partial- 
ly in limbo. Writing the history is 
underway now in Japan. The 
unveiling of the biggest, best and 
only Dragon Quest game for the 
Super NES will take place inJapan 
at Shoshinkai this November, 
over a year and a half after its 
expected release. If it makes you 
feel any better, the game should 
be comparable to Chrono Trigger 
in quahty and depth. As for the 
American release of the game, 
Enix America Corp. estimates 
about six months between the 
Japanese and North American 
debuts. Our math puts that at, 


looks like a bonafide 
winner. 

Enixalso has been 
| working with Quintet 
| ona top secret project 

for some time. 

| Previously, all we 
| knew was that the 
Quintet team includ- 
ed designers who also 
worked on Illusion of 
Gaia, ActRaiser and 
Soul Blazer. Now we 
a know that the game is 
= called Genesis—notour 
first choice, but calling a game 
“Super NES” would be a bit much. 
We've also learned that the game 


* uses SGI-rendered backgrounds 
. and spccial scrolling effects to 
: give the illusion of traveling over 
į vast distances. The story is said to 
: concern the taking of ten towers, 
. five underground and five above 
: ground. Although the game is sup- 
+ posed to bean adventure along the 
. lines of Gaia, и should be even 


тоге expansive. 
Finally, we have two further 


і quick notes from Enix. First, a 
і sequel to Ogre Battle is in the 
> works. Tactics Ogre is said to be 


head and shoulders above the 


` original game, which is hard to 
_ believe since the original is so 


good. Don't expect Tactics Ogre 
soon, however. Rumor has it that 


: one of the lead programmers at 
: Quest has left the project and that 
* there is no current replacement. 


The second tidbit we learned 1s 


; about a game called Dark Half. 
і You control both good and evil 


characters, but the trick is using 


them at the right time—in the day- 
! hght or at night. There's a slight 
. chance that Dark Half could be 
: released this year. Now that's 
. enough good news to last at least а 
* month. 
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y As the biggest and best 
tory its release dat 
America, Epic Center begins the 
exploration with an overview of Chrono Triggers 
main characters, features and plots. if you love FF3, 

апа or Zelda, Chrono Trigger is guaranteed (о, 

; become you! few passion. Ш? 


| AN ADVENTURE 
IN TIME 


Square Soft's upcoming RPG, 
Chrono Trigger, 1s destined to be its 
biggest game ever. This massive 32- 
megabit game has all the elements 
that attracted hundreds of thou- 
sands of players to the Final Fantasy 
serics, but it improves on Final 
Fantasy in almost every area. In fact, 
once you begin playing Chrono 
Trigger, you'll wonder how you 
were cver happy with anything less. 
As reported last month in the 
Epic Center, the award-winning 
development team at Square made 
dramatic improvements to the 
graphics, sound and game play. The 
variety and quality of the graphics 
become apparent early on as you 
walk through the Millennial Fair, or 
later as you watch in horror as the 
Day of Lavos is replayed оп acom- 
puter console, showing the devasta- 
tion of earth. You can race on a jet 
bike in the far distant future or 
shunt through a time warp to the 
age of dinosaurs. Animations 
from the leaping attacks and magr- 
cal Tech Shots during battles to cme- 
matic plays that set a new standard 
for video games. As for the music, it 
challenges Donkey Kong Country 
and Killer Instmctas the best for any 
video game. There isso much music 
and so many sound effects that you 
might wonder how Square manages 
to compress it all. In short, this is it, 
the game for which all adventure 
fans һауе waited. If all this sounds а 
little too good to be true, that’s what 
we thought, too, until we started 
playing Chrono Trigger, and fell in 
ove witht, 


sistible? Here's an example. 
Imagine that you have just 
returned froma heroic 
adventure only to find your- 

self suddenly thrown on trial. "f 
That's the situation that Crono 


finds himself m early in the Ж 


| THE PLAY IS THE 
THING 


Chrono Trigger 1 more than а sum 
of beautiful parts. The game con- 
tains innovations m play, as well. 
First off, as in an adventure game 
like Secret of Mana or The Legend 
of Zelda: A Link To The Past, you 
won't stumble blindly into enemies 
that suddenly appear as you wander 
around the overworld map. In 
Chrono Trigger, you won't run into 
any enemies on the largest maps. 
The close-up maps where you inter- 
act with other characters is also the 
setting for attacks. 

When you sce an enemy, you can 
avoid ıt ш many cases, or at least get 
prepared to battle the beast. The 
actual battle takes place nght there 
in the encounter screen. Your char- 


game. With the background 

of a splendid but menacing 

court of justice, Crono faces the arguments J acters take up battle positions апа 

of a prosecutor who has all the cards. They 2 the battle menu pops up with your 

condemn Grono with his own actions, which W options, 

are shown in scenes recorded earlier in the One innovation used in Chrono 
game. Inthe end, you sechow you have been "Trigger battles is the Combo attack. 
set up, and then the jury comes in, finds you Combos make use of the strengths 
guilty and sentences you to be executed in of two of your party members by 
three days. And you were Just trying to ^ ЖУ combining their attacks. For 
help! The best part of this whole scene, " ] instance, the Fire Whirl Combo uscs 
however, is that it is all based on your bv Crono's Cyclone attack and Lucca's 
actions. lf you are extremely careful m. Flame Toss. The result 1s an attack 
е Millennial Fair, you may be pronounced. 4 with farmore power and range than 
nocent. either of the individual moves. 
If you're a fan of adventure 
games you'll find Chrono 
Trigger to be filled with the 
types of activities and puzzles 
that you love. Your earliest 
explorations lead you to the 
Millennial Fair where games 
of skill allow you to win Silver 
Points that can be used їп sev- 
eral areas or exchanged for 
money. You can test your 
strength, fight a robot, guess 
the outcome of a footrace, 
enter a soda chugging contest 
or entera fun house where the 
challenges vary. To clear dun- 
geon areas, you'll have to solve 
puzzles in the form of door 
switches, secret passages, and 
hidden items. 
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Ill A CHRQNOLO 


The complexities ôf the 
C mee Trigger дег; 
natyre of ame travel aid the para- 
doxes that occur when effects pre- 
cede causes and when characters 
intervene in events when they 
shouldn’t even be present. Crono 
lives in the year 1000 A.D.. As the 
game begins, thg kingdom of 
Guardia is celebrant е new 
pills nnium with the 
illennial Fair. Here, Crono 
literally bumps into Marle, a 
young woman who is actuall: 
Princess Nadia of Guardia. She - 
has escaped fromthe castle for a day 
of fun at the fair, but in bumping 
into Crono she loses her priceless 
necklace. When Crono returns the 
necklace, so begins a beautiful 
friendship, which then seems 
doomed moments later when Marle 
1s zapped into a time warp. Another 
friend of Crono’s, Lucca, who hap- 
pens to be a scientific whiz kid, has 
built a transport device, which she 
has set up at the fair for demonstra- 
tions. Marle is transported from the 
present time when the machine 
goes nuts, Crono knows no fear and 
plunges after her, only to find him- 


self m a much different place from 
what he expected. 

Back in the year 600 A.D, the 
kingdom of Guardia i5 beset with 


southern bridge. But closer to home 
lurk hidden dangers. When Crono 
arrives after being warped back in 
time, he discovers that Princess Leene 


troubles both internal and external. 
To tbe south, a powerful enemy 
called the Magus has been 
stopped temporarily by 
the destruction of the 


had been missing, but has recently 
reappeared. The plot thickens further 
when you learn that Leene is actually 
Marle and, unless Crono and Marle 
find the real, still missing princess, 
who ıs Marle's ancestor, Marle herself 
will cease to exist. 


Asihe first adventure proceeds, 
Crono and Lucca encounter some suspr- 
cious nuns m the cathedral. After 
nuns turn into monsters and viciously 
attack our heroes, aid comes in thc 
unlikely form of a heroic, sword-wield- 
ing frog, cleverly named Frog Frog, 
Crono and Lucca must discover a 
hidden entrance, then battle 
through the underground levels 
of the cathedral in order to save 
Marleand Princess Leene. 
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= ll CONTINENTAL 
М IB DRIFT 


As Crono and his friends warp |4 
between the past, present and R 
future, you'll notice that the 
lands change, sometimes in sub- 
tle ways, sometimes dramatical- 
ly. This 1s an effect of time and events. For instance, the 
future landscape hasbeen devastated by the Day of Lavosin 
1999. 


IN THE PENDULUM 


The events of the game carry you back and forth 
between many periods, but you must return to 
some of the tmesin order to right wrongsand keep 
the time lines clean, Your party varies as you 
progress in the game and find new friends like 
Frog and Robo. Minor friends, like Fritz, the man 
you may save in the tower, will also play an mpor- 
tant partin the game. 


АОБ [ 
ге world where people live in enclosed 

t of the notorious Day of Lavos In 

1999, the alien Lavos erupted from the earth and a 

twin of lava bombs destroyed the planet's surface, 

lying it scarred and pocked, Tus central e 

what meaus for the fa ШрЇапеглзсоппе 

аъ асг time period: 

It 


ple. It's af thjs early ume thai s 
2 arrives dn fact and burrow 
the pi re Where it grows and 


they meet dinosaurs and с 


consumes its host over thc long mil- 
lenium. In the future, Crono and Ius 
companions visit the time of Lavos’ 
eruption and the resulting devasta- 
tion that follows in the 24theongury. 
They also go to the End oi) me, 
when Crono first lcarns th. of 
magictrom a strange beast named 


Spekkio, You'll hear about the four 
elemental magic types, then your 


party members learn magic spells. 
The End of Time isa junctionin- 
time—a place where ume travelers 
can jump to any other period, but 
only three characters can travel 
through portals at one time. 
Although you must leave other 
characters behind, you сап switch 
between companions after an 
adventure, 

When you return to your home 
after visiting The End of Time, 
you'll finda great change. People 
will have been 
replaced with 
strange, gremlin-folk, 
and many of your 
weapons will no 
longer have much 
effect on creatures. 
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You'llsee changes like this throughout the game because your med- 
dhing m time alters the course of events. 

Throughout the game, as you increase your levels and venture 
into new trmes, Crono and his friends must gather new weapons, 
armor, techniques and magic to combat 
the special enemies that they findin 
the new areas. You may also stum- 
ble into hidden areas—areas that 
may not be necessary to complete 
the game, but that may contain А 
special items. [i ce 


NA 
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Ill HOW MANY ROADS? 


There isn’t just one way to play Chrono Trigger. Branching 
points along the way allow you to pick and choose the order of 
your adventures. Once you have the flying time machine, you'll 
be able to go anywhere and anyume ma scrolling Mode 7 per- 


ы. , - 
spective. More than ten endings have been dis- 
covered so far, making this one of the best RPGs 
for replay value. And once you've fimshed the 
game, you can start over again with a powered- 
up Crono. 2 


d 
il THE INTERFACE ۾‎ 
OF BATTLE 


The Chrono Trigger battle setup 
may look like Secret of Manaat first, 
butitis menu driven like traditional 
RPGs. The difference 1s that battles 1 Individuel characters 
take place in the world in which you 7 select their attack 
move around, not on separate battle E em 
screens. This means that you can an that charscter's 
skirt around enemiesand avoid. j E mes 
fights altogether. When you do lock 

horns with the enemy, theactioncan | 
take place in real-time or m turns. 
The Attack option on the Battle 
Menu sends a character after one 
enemy with his or her main weapon. 
The Tech option includes special 
techniques that may strike muluple 
enemies or heal friends. The 
Combo option, when it is available, 
combines two Tech attacks from 
twoor more of your characters. You 
can even find hidden rings that give 
you awesome battle powers. Asin 
most RPGs, you can target different 
enemies and switch the positions or 


order of party members. Chrono Um co characters cen: 
Trigger also uses a power gauge like combine ther strengths tn 
that ın Final Fantasy ITI It indicates Serisi COMED бада 
the X-cut used by Crono and 
when a character has enough Frog or Crono and Lucce's 
strength to launch an attack. After Fire Swirl attack, 
the battle 1s won, you'll pick up expe- p oW 
rience points gold and the occasion- и” 
alitem. 
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wn RPG? It’s a 


riginally a PC game, RPG 
Tsukuru: Super Dante has 
been out on the Super 
Famicom in Japan for about six 
months, Published by ASCII, it’s an 
8-meg, battery-backed RPG that lets 
players design their own games. It 
comes with Fate, a sample game, 
already on the Pak, so players can 
get ideas for the RPGs they'll create 
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later. It takes about 
10 hours to com- 
plete Fate, which 
looks а httle bit like 
Dragon Warrior. 
Players begin by 
choosing one of 
four overworld 
maps, and from 
then on, the deci- 


aot 


BPO YT GE 


SUPER DANTE 


ASCIl's RPG Tsukuru Super Dante has been an the 
marketin Japan for about six months, andit has sald 
utin many stores. 


sions are much 
more complicated. 
They design their 

] own characters and 
decide what their 
The menus look like they re 
fram any RPG, but in this one, 
players call the shots From 
setting their characters’ ener- 


gy bars to situating the cities, 
| the choices are all theirs 


Using icons, players 
piace villages where 
they want them on the 
overworld map they've 
chosen 


Other icons let play- 
ers determine the е X 
layouts of their towns and avan arrange the 
furniture inside the housas, stores and halls 


names and abilities will be. 
Likewise, they design the enemies 
and decide where to put them. 
They determine the hfe and power 
meters of various characters, and 
they set the goals. 

Using a stamp system similar to 


уун нот | 
(NGAPAN 


While action continuas to be the 
name of the game in 
North America, RPGs are 
where it’s at in Japan. 
Dragon Quest, the pio- 
neer of RPGs, has main- 
tained a huge following 
aver the years. Five 00 
games have already been 
released, and big crowds 
will be waiting at stares 
when Dragon QuestVI 
comes out later this year, 
Only two gamas from the 
serios, Dragon Warrior 
and Dragon Warrior Il, 
have been released here Y 
And only three of the four 22 
Final Fantasy games have = 
been adapted for our mar- = 
ket Square Soft and Enix 
are very famous in Japan, 
and games from their two = 
serias have all sold well 
over e million copies ё 
each—some have sold 
two or three times that 
Not only are the compa- 
nies wall known, but the 
creators of these games 
are revered by the 
Japanesa game playing 
public. 


They canalsodetermine how difficult the game 
will be when they design their enemies Players 
must decide where to put them and how strong 
they'llbe What magic will they use, or what 
qua powers will they have? That's upto 
players, too 


т дары ааа 


When players design the shops ın their villages, 
they'll decide what goods will be forsale m 
each one 


the icons in Mario Paint, players 
place the villages where they want 
them on the overworld, then they 
design the town layouts by placing 
buildings where they want them to 
be. They decide where dungeons 
will be and design their interiors, 
too. It's up to the players what 
effects items will have, and it's up to 
them where to put the tools, too. 

They'll determine what magic 
spells their characters will learn 
and what ef fects the spells will have 
on others. And they design the 
major enemies and decide 
what special abiliues they'll 
have to usc against their 
characters, too. ж 

If all of the 
options aren't 
enough to make 
your head spın, 


wait until you hear what ASCII ıs 
offering in return for the palyers 
ımagınation: cold cash. That's 
right—ASCII ıs sponsoring a con- 
test that challenges Japanese play- 
ers to come up wıth the best game, 
and the wınnıng entry ın the 
desıgn-your-own RPG contest 
takes home $100,000! Just imagine 
scoring significant cash for design- 
ing your own 
game. 


А castle in every town? 
That's another thing players 
have to decide They can 
make them as гесе! as they 
want them tobe 


irs + E we 


А 
ЖО 


P 


ixis %\ 
Hat isat likely іс 
or Canada, The challeng 
robot low. to be human. 


Unde 


he young robot, #4649, in 

Enix's Japanese sim isa bit like 

Pinocchio: he has to learn 
everything about being a real boy, 
from walking and talking to learn- 
ing how to imagine and how to be 
kind.Inthebeginnmg,he'salifeless 
form in need of repair, and players 
assume the role of a Tinkerbell-ike 
helper who has to figure out how to 
make him work. He hasno heart, he 


Robot #46291511-едшррей to handle the 

human challenges that will come his way, so 

mus have to help him out by giang him è 
and as he learns how to become a real boy 


VONDER _ 
OJEC J 


Брасс? J is an offbeat simulation 
the light of day in the US. 
in this game is to teach a newly-made 


He can't play ball tnt! he knows what 
ones! Players have to teach him how to 
catch and throw after they show hım 
what a ball looks like; 


thoughtfulness, imagination, sen- 
Sitivity, Kindness, strength, balance, 
speed, offensive and defensive 
power, self-confidence, faithful- 
ness, perseverance, charm, trust 
andluck 

At first, theyobot doesn’t even 
Know how to walk, so he’s liable to 
fall into 
holes. If he 
does, players 


Wonder Project J 
isa simulation of à 
different kind In 
this game, players 
begin witha hfe- 
less robot and 
make himinta e 
thoughtful, confi- 
dent human heing 


like breaking a 
hen’s egg, they'll 
have to punish 
him by whacking 
him on the head 
with a hammer 
(notexactly a polit- 
= ically correct 
response), If they punish him too 
severely, though, he'll start crying, 
and then he won't do anything. 
He'll activate a circuit їп each of 
the sevenareas and, eventually, 


have to 


Playershave theduty of praising him when he's 


break out — goodandpunishinghm when he s bad They'll 
has no brain, and he has a lot of thetoolsand  Smackhmon thehead with your hammer when he 
workahead of him. repair Kim. pullsa prank like breaking an egg 
Some of what #4649 has to learn 


he can pick up by reading books, 
but most things he must expenence 
firsthand by traveling through sev- 
en diverse areas, where he'll come 
face to face with all sorts of every- 
day events. If he learns as he goes, 
he'll develop both physically anet 
emotionally. Among the attritu + 
T hee ds to 
Esquire are 


Players must keep 

their tools handy, 

especially early on Р 

when the rabot isn't very good at avoiding life s 
little pitfalls He should read up on some mpor- 
tant skills before he travels to a new area 
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DCE SES Some basic skills, #4649 
Dantrayelfo new areas to iva and 
Івага Players have to help him out ashe 
Workshis way fram region to region. 


They have to teach him every- 
thing, from what a ballistohow to 
throw one, which 1s important, 
because a ball will 
be his only 
weapon when he 
meets up with 
ancighbor- 
hood bully. 
Players cither 
reward or 
punish #4649, 
depending on 
his behavior 
and reaction 
to the events he experiences. 
When he does something wrong, 


once he's completed all the tasks 
necessary to become human, #4649 
will be able to activate Circuit J and. 
end Wonder Project J. 


First players have to teach 
him what a ball is, then 
they have to teach him 
how to throwit Üncehe's 
skilled at throwing 

жи objects, he can attack 
enemies who are acting hke buthes by tossing balls 
at them If he can't throw, though, he's dead droid. 


Here's a player's chance to own a stable of Thoroughbred 
race horses without having to pay feed bills or clean stalls. 


SCIPs Derby Simulation 
puts players in the winner's 
circle—if they make smart 
decisions about breeding, training 
andracing their horses, They 
begin with a small farm, one well- 
bred mare per farm and about 
$150,000. Next, they study the 
bloodlines (and stud fees) of vari- 


Pleyers m with modest ferms, 
finish in the money enough times, they'll he 
able to move up to bigger and better digs. 


bloodlines of 


Thoroughbred _ == 
stellions end ag aa 
find ones that е те жЕ 
will comple: 


ment their meras’ fines. They breed 10 
the hest ones they can afford. 


eats та RETA 
жаза?) 


тс ЖЕГЕНІ 


2.3 ARR] ола Ж 
з.4 «ОЙ 7.0 WR 


Players hegin conditioning thelr racing 
rospects es pr of their training programs 
hey want to butld both speed and stamina to 

go the distence, 


ous stallions and pick outa winner 
tohreed their mares to. 

The following year, when their 
mares foal, the work begins. They 
must keep their racing prospects 
healthy, which means vet and feed 
bills. As their coits or fillies get 
older, the training begins. When 
the horses are old enough to race, 
players must choose jockeys 
{within their hudgets) and pick 
their races. As in real racing, ай 
sorts of things can go wrong, butif 
theydon’t, players can win big. 


Next, they begio negotieting with jockeys. 
The best Wy HER abt for that Mes 
vices, but they might be worth the expense. 


SRE ққ 


Ünrace day, ell 
of their. plene] 
might pay off | 
their horses are 
іп good condi- С 
tion, Ua up тейт 
picked the right 5 

locheys and entered the right races, they 
might find themselves in the winner's circle. 
If their horses ere injured, though, it's bach 
to square one. 


NIGHT OF THE 
KAMAITACHI 


As the story unfolds in 
Chun Soft's thriller, players 
decide what happens next. 


which include 

en text, might not 

be popular here, but they're 
often big hits in Japan. In Chun 
Soft's latest mystery, shadowy char- 


F At varous 
pomtsın the 
story, players 
choose the path 
they want the 
action to follow 


Shadowy forms 

speak In Whispers. 

about the dreaded 

Kamartachi, legendary. invisible 
monsters who murder with sickles 


acters set up the scenario but play- 
ers set the plot by deciding what to 
have happen next. The cvents all 
lead to a mysterious murder, but 
“whodunit” 

depends on the 

paths the players 

have chosen 

along the way. 


As the plot 
thickens, play- 
ershave more 
decisions to 
make, and the 


choices they make determine haw 
the story plays itself out 
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Front Mission 


Strategy is the name of the game in Square Soft's Front 
uper Famicom game that pits futuristic soci- 
another in complex battle scenarios. 


BattleTech-like mechs developed 
for agricultural uses have become 


Front Mission, from Square Soft, is based on an all 
new story Thestory has spawned action comics 


machines of war that the two coun- and llustrated companion guide books in Japan 


tries use against cach other in their 
hly strategic battles. They equip. 
mechs with all sorts of weapons 

bh vary, depending on the 


he action in Ladystalker is 

seen from а 3-Р, overhead. 

angle similar їп the view- 
pnint in Equinox. The angle 
makes fnr rich graphics with alot 
of depth, hui it takes some prac- 
tice tn align items and make 
mnves. Few adventure games 
employ this angle. 

In plot, however the game is 
less than unusual. The hero is a 
womao, the dacghter of a 
wealthy man. When she disenv~ 
ers an ancient book telling about 

‘ “+ a mysterious 
island, ‘she 
feels com- 


es 


> ee She fearas ali 
C — D sorts of skills ап 
E E her adventure. 
= rans, swims, pushes ard pulls obsta- 
~ She 
cles, thes ant rides in trolley cars. | 


"m 
"4 


BELT дэла Е 
Сожа» ULES 
Mut BRIAS heey _, 


= = - Rich graphics make Ladystalker ап 
The erties and forts of the future аге! happen, appeeling game In this scene, an audience 
ing places where supplies are bought and sold screens a movie in the local museum. 
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This Japanese title from Taito is an 
adventure with an unusual angle 
that takes a little getting used to. 


terram and enemies they expect to 
encounter, 


PEF Oy 
| Кур 
LAN 

PS EC E 
The 3:0, over- = 
head view is reminiscent of 


Equinox. И feels awkwerd et first. 


The herois alt 
action m this 
adventure! 
es benton -_ Cm 
exploring a mysterious island, and 
becomes more dangerous as she finds 
new weapons amt acquires new skills. 


pelled tn explore it. In her adven- 
ture, she learns to use the usual 
selection of weapons, armor and 
magic, but she also learns some 
skills less commoo to adventure 
games. She runs, she swims, she 
rides in mine cars and she eveo 
learnsto fly. 

Ladystalker isalengthy and chal- 
lenging title, one for experieoced 
adveoture gamers. Other games by 
the same develnper have been hig 
hits io Japan. It's likely that 
Ladystalker will fied a large audi- 
ence there, too. 


зн EL 
©8нн ТЕГЕНЕ 


QM. as 
T Jara 


n Japan, the Super Robots are 

big. They're on television, 

they're in the comics, and 
kids probably draw countless 
pictures of them and put them 
on refrigerator doors, just lke 
kids here do with their drawings 
of superheroes such as Spider- 
Manor Batman. 

In Super Robot World 4, the 
superheroes come together to 
battle villains and vermin of all 
types. Players build teams of 
fighters that are headed by one 
of the famous robots. In the sım- 
ulation, then, the robot leads his 
team into battle against one of 
the villains. 

The Super Robots communi- 
cate with one another and help 
each other when necessary їп а 
cooperative effort to free the 
world of baddies. In this sce- 
narto, it would be asif Superman 
gave Spider-Man a call and 
Spider-Man showed up in 


Mobile suits add to the attack and defense. 
power of the Super Rohots Players gear up 
to prepare for battle 


It s the Super Robots to the rescue! When 
the sim fighting hegns, layers will see all of 
their famous special effects 


Famous Super Robots team up to figi 


ion game from Ban Pr 


t the bad guys 


The Super Robots are everywhere, from 
comic books to the small screen, and their 
fighting simulation game is a big hit 


The Super 
Robots com- 
municate with 
each other for 
the common good If one isn't feeling well, 
someone else can step in and take over 


Superman's hometown to help 
hun fight his enemies. 

The game is very popular, 
especially with fans of the Super 
Robots’ TV followers and comic 
book readers Music from the 
TV shows is featured 1n the 
game, so musically-inclined 
players can sing along with their 
favorite theme songs. 
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TER, 
p. 
аптыға cold? Dıdthe 
E K desert heat give yOu sun- 
m -—- , ч = - аға i \stroke? Eeelifig strange 
It's weird. Its quirky. It’s hilarious. EarthBound could be оне after әуелгі battle? 
* Maybe there's a mush- 


NET a. 
of the most unusual role-playing games you've ever played: ^ MM coving on topof 


This month's Epic Center examines this modern day RPG's: 
— many offbeat features and fun points. 
V 3 д D |». Fr. 


An cvil alien has invaded Eagleland, bent on the 


destruction у) all of humanity. You're going to have to save the world, but 
you're just a kid. Kids have limitations, right? Go home. What? You're а spe- 


cial kid? Well, you'd better read on and remember these hot tips then! } - 


. Mom to remedy home- 
: sickness. Homesickness 
occurs when your hero 


PHONE HOME! 
Who ever heard of agame 


home? EarthBound : the familiar souxíds оѓ 
blends ina unique touch : home, When extremely 
of real life by placing 1 homesick, your hero сап 
phones randomly in eve become distracted and 
corner of the plane 
These phones provide 
players with a variety of 
options, including Calling yz 
Dad, Mom, Esdapgo * 
Expressct Mach Pizza. 5 
CalhDad to save your 
..progressin the gamé. Itsa, 
p idea to ic hamis 
> soon asyolarnivegrá new 


Cail Dad to save the qame or ghieck 


Moptop " 


Call Escargo Express if 
$ your bags are full of extra 
* junk. Your sister hasa part- 


While black phones cost nothing to 


use, pay phones require one dollar 
Too Сото can't call collect! 


. you're hungry, call Mach 
Pizza for a delivery. Just 


chefs take their time, and 
you won'tgeta discount for 
a tardy dehvery. It’s a good 
idea to make an order prior 


ery can make up lost hit 


if the 15 load too heavy to bear, call i + 

your Sister at Escargo Express! : Ea EM pars fi um 
arca, after defeating a , yourifiyentoryCheck out 
major enemy, or just | your Surtouridings and- 


adventure into a new | closest phohe. Maybe the 

region. Check in with | next EarthBound рате 
willincludepagers! “4 
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that requires you to call ; doesn't stay in touch with +} 


on your bank account. Checkin with : 


Jtnwilling to fight in battle. : 


time Job there and she 15 - 
always willing to takea load * 
off your hands. When ' 


like m real hfe, these pizza , 


T » 


pave CASH, 
WILL TRAVEL 


7 AIMÎ ATM! Who's this 


PATM? Not who but 
i what, it's just the most 
important feature in the 
: game! Automated Teller 


: Machines provide you 
with access to your cash. 


it'sagoodidea to visit an ATM 
Just before journeying out 0; 
town. P" 


` ATMSare £Gund in | 


; Department Stores, 


to leaving ona dangerous 'Hotcls; d Drugstores AS 
mission. The delayed deliv- * 


you defeat énemies; your 
` Dad deposits your wifi- 
- nirigs into-your account. 
^He informs you of these 

tyarisactions when уоп call 


Phim. Keep track of your 
before you embark оп а^ note the location ofthe ; 


aécount balance and save 
your eash ta buy those 
i gnaily itents you've been 
"dreaming about. 


i Plan ahead and cail Mach Pizza. rz 
eal togo c 


your head? Find the cure 
; at your local hospital! A 
. Doctor can cure a variety 
of ailments and a Nurse 
сап revive an uncon- 
scious party member. 
The Healer rectifies con- 
ditions that neither the 
Doctor nor the Nurse can 
do anything about. All of 


Note the location of the hosprtal 
Wevery town you visit. The 
xtra effort can save the lives of 
IE members 


these cures are available 
fora price. If you want to 
- avoid the rising costs of 
health care, add 
Refreshing and Secret 
Herbs, or a Horn of Life 
toyour inventory. 


Hospitals are busy plapés. Pick up 
clues from the patients. 


,"Bettors and Nurses at look the 
> get eae е Healer might 
; be alittle ticky- м” 


. Keeplife saving tems in your inven- 
2 tory and avoid high medical costs. 


Ў. 


N battle? What about а sur- | 
prise attack? Do you have . 
to fight ın every battle, - 


NOT OUT OF 


[ото BUT 
LUCK 


helpful ideas at the local 
hint stand! The guy run- 
ning the stand ıs tapped іп 
to the information high- 
way. Makea purchase 


Buying ahint can save time and 
avoid frustration 


you can't afford the price 


of ahint, takeout sopte 
,eriémies and visitthelocal з 
# АТМ. The hintétand com^. 
_sains pricless informations 


to 0 
pte 
WIRL 
COLOR. 
Whogets fhe firsíswing in 


especially against weak 
enemies? Watch the 
swirling colors when you 


enter a combat sequence. 
Touching an enemy head 
on, or face to face, results 
in a black swirl and even 


\ oddsin combat. Sneaking : 
up behind an enemy pro- * 


luces a green swirl and 

€ first swing in battle. 

/ Watch out for a red swirl! 
The color red signifies 


that the enemy sneaked : 


up behind you and they 
have the first attack 
EarthBound’s combat sy: 
tem measures the 
strength of your party 
versus an opponent. As 
you raise your levels, you 
will find that some easy 
enemies flee as you 
approach. If you attack 
these weak targets one on 
one, you'll automatically 
win without going though 


before you're róadKill Tf $ 


; the battle sequence! Pick | 
j on weaker enemies later m 

į the game to build up char- 

* acter levels. 

Down and out without a ; 
clue? Buy yourself some , 


* Don't see red! Look for amean P. 


green scene in all your combat f. 
encounters! 


Single ourefone weak ТОТЫ 
automatically win without 
ing the battle -— 


apr ice OF LIFE 


u back in Lyóur | Many’ Tole poms games 


Lintrodueé different foods 
for«haracters to cat and 
tore hit points. Usually . 


gasbord of forty-five dif- 


ferent foods to sample! ; 
Experiment and com- . 
| bine your food with inex- . 
, pensive condiments. ; 
encounter an enemy and ; 


Condiments can increase 
or decrease the number of 
hit points a food item 
estores. Most combina- 
ions make sense. You 
might want Ketchup with 
your Bag of Fries, but you 
certainly wouldn’t put Hot 
iauce on a Popsicle, right? 


; À Jar of Delisauce goes 


with every food, but the 
$300 price tag might break 
our budget. Food and 
condiment revitalization 
effects are the same with 


EE 


The best (and most вх) 
* foodis the Brain Food Lunch 


here аге no more than | 
. five or six different meals : 
_in an average game. | 
EarthBound has a smor- © 


all characters EXCEPT Ке i 


Prince. The Prince's spe; 


Тъй Hingcte basa 
irane Кап сопа] 


f called the Pra Сопцийпа. 
53 oth produces а 


y of mysterious. 


Because of its random end some- 
times harmful results, most play- 
ers elect to use the Pray command 
only in desperate situations. 


effectsthat can help or hin- * 
der the party in combat. : 


Very Subtle Light 


This light increases the hit 


я АРДЫ! ints of all parties їп com- 
dis و‎ pun This prayer has twice 


the healing power of the 
; WarnbLight effect. 
i 1 


Dazzling Light 
us prayer result is identi- 

cal a PK Flash spell. All 
ties in combat risk the 

f chance of being blinded by 
a burst of illumination. 
Affected characters can- 
not stop crying and usually 
miss if they attack witha 
weapon. 


Mysterious Light 


The aura from this glow 
increases all of the PSI 
points of characters in your 
party. Remember that the 
` Pray command does not 
; cost any PSI points to use--a 
. primary reason most play- 
ersuse this command when 
they have no other options. 


Because of the random : 


and sometimes harmful * 


results of the Pray option, 


many experienced players . 
elect to use this command - 


only in desperate or hope- 
less combat situations. The 


following quick sum- . 
2 maries describe the ran- 


dom effects from the Pray 


- command. 


Alen 


Жазз 


ЖЕ 


Bu 


: The Pray command won't give you 


exactly what you want. 


Warm Light 


The hit points of the char- ; 


Golden Light 


| The Golden Light random- 
ly maxes out the hit points 
` of one member in the par- 
* ty. This is the only prayer 
result that can revive an 
+ unconscious character. 


Sheet Lightning 


Sheet Lightning is another 
blinding spell that reduces 
theamountof damage pro- 
duced m combat. Like the 
Dazzling light, this prayer 
creates a Pk Flash spell that 
affects both parties m com- 
bat. Asin real life, Sheet 
+ Lightning is very infre- 
; quent—you may see this 
і occurrence once in the 
: entire game. 


acters in the partyare , 


increased slightly. Warm 


and Very Subtle Light * 


occur the most frequently 


: out of all the Prayer com- - 
1 mand results. 
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i i 1 of thebest weaponsinthé * en. acd ба ж 
Rainbow ight ee me forstie Girl! Look homesickness; but you 
8 . The Sword of Kings is thet Do wa som the 1 Res back. the 
Yeah! A second chance to - ONLY weaponinthegaihe | P a ш dy profit. 


do things right! The rain- : available tothe n. de p laigs“ 


bow light brings all d c adii 


q” Тае Teddy 


back to lifc. Don't expect į | lizards and B 29 cir at'sthe deal with these 
to see this effect very У ies remains Can you guess : stupid Teddy Bears fol- 
of disincinterventon ^ | е DA ы finding a : lowing you around? 
of divine intervention.” ` d^ Mag ап опа What ıf people sce you 
1 andom'; Chomp: If yousaid — withastuffedanimaland 

ees 1 t 2 іп 128, you win this start laughing at you? 
roma : i dditionaltip: You can Don't ditch the bear quite 
This has the same effect ` purchacethe Holy Frying  yet—it serves an impor- 
as watching a test pattern . із: Рап at the Second Tenda tant function. In the heat 


late at night. One whiff : 0 
of the aroma puts all par- $ 
lies temporarily to slee] е for speeding up . > : for you and take a swing 
Nota desirable or conn : the process of finding the Goddess Ribbon : in Teddy’s direction. 
mon occurrence. ; sword is to use the SPY | The Goddess Ribbon is + When the bear takes a hit, 
* command. If theSPY com- : one of the best defensive it’s one less round of dam- 
Thunder ; mand reveals that the ¥ ican арс for you! The Teddy 
Yikes! Don't run under , Starman Super has a pre: he  Bearıisa lifesaving target! 
any nearby trees! , sent, you've found the : бу Look for the osts Keep one in your inven- 
Thunder exposes all par- | Prince's best weapon for , О, Starman i inSaturn | tory at all times! And if 
tics in combat to the risk * winningthegame. , P aptie very.end | A people laugh at you, keep 
of Brain Shock. This serr ме hei sof mr chin up. 
ously incapacitates any > 
affected individuals. 


+ village for a mere $3,480. | of battle, monsters some- 
Whata deal! : times confuse the bear 


Heavy Air 
Heavy Air сгелгем Е 
bank that env 
1 the cffects of 

Fire; Freeze, Flash and 
Paralysis. The Star 

Pendant can be used by all ion M 
members in your party, _ "380 Me blows 
i Defeat random Major 5 ; 

у mostplayerstobe : Psychic Psychos in Hey Pig, Piggy... 

€ best weapon for the | Magicantogetit If you've > The town of Scaraba sells 


Brag the Teddy into battle anduse 
himas adecoy! Don't worry—he 


"While the Casey Bat . read the preceding para- ? Pig Noses for $3 


as 25 more offensive | graphs, you already know . Besides making y; 
* points, the Gutsy Batis ; the odds of the Major ` really ugly, whatáre they 4 
A 


much more accurate. Тіс. Psychic Psychos leaving 


ghey Casey struck out ; theitem behind. 
with the Casey Bat, and ^ y 
ditems Usethepg ` you might too. Батан (12 PH Happ, y £8 2 The dark, damp solo y 
o find the mage truffles : run with the Gutsy Bat ok ША aE Тегі Darkness junglé 
` The Gutsy Bat is found : Tt...Fresh Eggs! per beet for growing 
WONDERFUL beneath the Sca of Eden | Fresh Eggsaremorcthan i i€ Truffles, rt е 
WEAPONS m the Lost Underworld. а meal-- eve те al lift. j-Pig ig N can Lr 
The weapon is obtained ing cxi егісті сайту ап icd D 

Is there a weapon for the * randomly by defeating a , in y siens р püsed , the 
PSI-powered Prince? wandering Kraken. Боо ugh andit hatch, 2 Tref. P. restore; 1 PSI 
What ıs the best weapon _ the Sword of Kings, you ? csi chick. Тіеірім ‘points, Nota са! for 
for the Hero? Which ene- | have one chance of | of thiseute с Bing biya i fookifg siliyt 
mies leave behind which : finding the,weay jer 4 ж. your here Һа) eo pP. 
wcapons or items? Read ' taming she sealserpent. po gs cane sed: Like a 
on and discover how you енна уто A edy OUSE... 
can get the coolest апа |, P үлі P the eff ca of icsick- + Pus get out of the house, 


most powerful items in^? 
EarthBound. 


1 үл з Я ae : or any other maze! The 

a а chil 41 М” е Exit Mouse looks likca 

i ipó | ү ш chick- . regular rodent except for 
^" М 


7 
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a large sign protruding 
from his head. When used 
as an item, the Exit Mouse 
instantly takes the party 
back to the beginning of 
any labyrinth or dungeon. 
Use one 1f you're stuck ina 
maze or if your party's 
conditionis grim. The Exit 


Mouse can be found ina ; 


maze for free, and you can 
transfer this item to other 
mazes. You cannot use the 


rodent asan item in battle. . 


Pudding Power 


Magicant is one of the best 
meals you can purchase! 
Use this gooey mush t 
replenish a charaetet’s PS! 
points. The mystical meal 
restores fort points сас 
timejtis б, on the 
Prince). Buy up this prized 
# pudding before you 


jeoncind с game. „ 


The Magic Puddings a winning 
dessertin the final moments of 
EarthBound. 


Hard Rock 
Candy 


Save the Planet! Use Rock 
Candy in combat to raise 
your character's attributes! 

\ In order to pull off this 
müfty trick, your character 
needs to have both Rock 
andy and a condiment in 
his or her personal inven- 


tory. Looking for the per- | 


fect food combination? 


Many players prefer the | 
flavor of Cocoa with their . 


candy. While in combat, 
select the Rock Candy азап 
item to Use. ‘This item can- 
not damage your enemy. 
When the Rock Candy 1s 
used in battle, a condiment 
will be eaten anda random 
character attribute (Guts, 
1Q, Speed, Vitality or Luck) 


is increased! Talk abouta - 


sugar high! 


What else could a specia 
eed? How 
bout some suggestions 
or gciríng around those 


‘The Magic Puddingsoldin : 


f embark m the journey tod Kid‘inventors n Twoson? 
th ost Citizens think the . 


. Rock Candy works only in Combat 


when you have a condiment in your 
Inventory 


PROBLEM 
AREAS 


You know the funky fea 
: tures, the best items and 


even a few red Bot tips 
kid like yo 


omthon problem areas 
The Pencil Statue 
any eps Ghcounter 
the Pencil Statue blocking 
ir path, but few get the 
рону. Remember the two 


range Kid is the coolest 
thing since ice cream, but 


A 


Apple Kid knows what erases 
pointed obstructions 


prospect of fortune and 
fame to mvent anything. 
Give your moncy to the 


sloppy Apple Kid. Apple - 


Kad doesn't have a social 
life and spends his time 


studying. He can make : 
you the item you need to : 


get around this pointed 
obstruction. 


Crowded Cuitists 


Lostma true blue cultist crowd? 
Seek out and talk to the fidgaty 
; followers 


A 


In Happy Happy Village 
there is a room filled wit 


: Carpainter: In order to 
: reach Carpainter, yo 


: need to push уош A 
ё the other side room 


filled with swaying blue 
cult members. Watch 
the crowd moves back Ánd 


move much faster than 
pothers, Paik tofhest’ mem 
beds (о find yourwWay 
A through the roont If you 
į canitidennfy the fidgety 
dllowers, don't worry— 
кеер talking to everyone 
‚апа you'll find your way 
through the room. 


Waterfall 
Password 


So you don't have the pass- 


Don't sweat it-when you 


the Password," don't touch 
any buttons on your con- 
troller for three minutes. 


you wait long enough. 
EarthBound features se 


eral puzzles that require | 
| patience. When all else : 
* fails, put the controller ; 
. down and take a short : 
г across the table results in 


' break—you might be sur- 
: prised by the result. 


Fourside Dead 
End? 


Are you stuck in Fourside 
with nowhere to go? This 
happens to more thana 
} fair share of EarthBound 
players. Be sure to visit 
: the Museum, Topolla 
: Theater, and the 
Monotoh Building, then 
return to the desert. Did 
you find the Desert Gold 
Mines? The wide, dusty 
expanse of sagebrush and 
cacti hide many features. 
Explore the mines and 
, return to Fourside after 
; you dig upa Diamond. 


п : the 
rth, Some followers : 


гЁ 


. Men if you want to travel 
i from one area to another. 
j Warp Men greet you by 


The door opens by itself if ; 


; responses, even if you 
; have the money to pay off 
; the group's debt. Try talk- 
: ing in a different loca- 
і tion. Walk behind the desk 
> and stand next to the 
i Theater Manager. If you 
. have the money and are 
* standing next to Inm, he'll 
1 understand. After all, 


1 Madness 
: followers of Cult Leadér : 


oonside is the exact 
everse of Fourside, This 
can be confusing when 
you'ge questioned. 
‘Answering "Yes" means 

No" and "No" means 
"Yes, "Want a room for 
ght? Be sure to 
answer "No." This reverse 
sponse technique 
requires some time and 
practice. Travel in 
Moonside is also very dif- 
ferent. Look for Warp 


saying "Hello! And... 


i Goodbye!" when you 
: approach them. Each 
: Warp Man sends you toa 
1 : different location in 
: word for Belch's Base : 
+ bencath the waterfall? : 
y X9" | Performance 
receive the message, "Say + 


; Payoff 


Moonside. 


Bailing out the Runaway 
Fiveisa tough business if 
you don't know where you 
stand with the theater 
manager. Depending on 
your location in the room, 
this crooked entrepreneur 
might take your message 
the wrong way. Talking 


the normal managerial 


moncy talks! 


Let this crooked manager know where 
youstand on business matters, 


Boss Fight Code 


E 1 
Switch Teams 


МАМУ = 
В From Agent #004 


Super Passwords 


All of the characters in WWF Raw have Mega- 
Moves that inflict massive damage on th ppo- 
nents. These secret moves are not printed in the 
instruction manual, so most players don't know 
they exist. Now, thanks to Agent #007, you can 
choosc your favorite fighter and pin all of your 
friends in seconds flat! Most of these moves are 
tricky to use, so practice them against the computer 
before you get into the ring. 


1-2-3 Kid Bam Bam Bigelow 


When your opponsi 
the upper turnbut hald L or R, 
then press Up, Up, Up and A 


isdown,climb Hold Lor R, then press Up, Up, Down, 


Left or Right, then hold Y Continue 
holding Y until you hit the ropes 


Bret Hart 


Diesel 


When your opponent is down, climb 
onto the upper turnbuckle, hold L, 
then press Right, Right, Up and B. 


While your opponent 1з stunned, 
stand behind him, hold L, then press 
Down, Down, Right and B 


Lex Luger 


hs Ev 
Stand behind a stunned opponent, 
hold L, then press Left, Left, Left 
snd A. 


Stand close to your opponent, hold 
L, then press Up, Up, Down and В 


(ИШИ) ШАШ 


Luna Vachon 


E a Жоу т 


"NNT- =" 
Stand above a fallen opponent, 
hald L, then press Left, Down, 
Down and B 


Hold L, then press Up, Right, Down 
andY Continue to hofd ¢ and Y and 
use the Control Pad to quide Gwen 


Razor Ramon Shawn Michaels 


Hold the L Button, then press Down, 
Right, Right and А, 


Stend below the fallen opponent, 
ie gnen press Left, Lett, Right 
an 


Undertaker 


Yokozuna 


ре m кс 
Hold the L Button, then press Left, 
Right, Right and Y 


Mirror Match 


Climb either upper turnbuckle, hold 
L Чп press Down, Down, Down 
an 


If both players want to use the same character ina 
two-player match, try this code. Choose the two-play- 
cr mode and, after the first player chooses his charac- 
ter, press Up, R and A at the same time on Controller 
IL Player two can now choose the same character. 


Now player two cen choose the 
same wrestler as the first pleyer 


same time on Controller Il 


SIPER 2 (eel 


MUNCH-OU f JF 


LEST», 


WEM GANE 
Cour IMUE 
DATA ELEAF 


mi 


Secret Track 


STAR TREK 


STARFLEET ACADEMY 


В From Agent #776 
Special Characters 


These codes allow you tosclect names from the fist of 
programmers or from the original Star Trek cast 
when you name your character. The codes won't 
change the game in any other way, but the name 
change isa nice feature for Star Trek fans! To choose 
the programmers’ names, starta new game then goto 
the New Cadet Registration screen. Hold the L, R and 
Select Buttons, then press A, B, A and B. If you prefer 
to use the characters from the original Star Trek 
series, hold L, R and Sclect on the New Cadet 
Registration screen, then press A, B, A, B, X, Y, X and 
Y. After entermg the appropriate code, you can use 
the Control Pad toscroll through all of the additional 
names. After settling on a name for yourself, press 
the Select Button to begin playing. 


Start a new game then go to the Heid L, R, and Select then enter 


New Cadet Registration Screen 


Press A, B, A, and B to play as one 
of the programmers 


Press A, B, A, B, X, Y, X and Y to 
play as a member of the onginat 
Star Trek cast 


A popular activity among Nintendo game players is developing 
tips and strategies. If you would like to share your own special 


tips with us, send them in! Choose your own three-digit agent 
number and be sure to include it with your codes. 


———— 


E From Agent #210 
Credits Code 


You can sec all of the people involved in the creation 
of the Super Game Boy when you enter this code. 
Insert your Super Game Boy in the Super NES with 
any Game Boy game installed in it When the Super 
Game Boy Screen appears, press L, L, L,R, R,R, L, L, L, 
R, R, R, R, R, К and R. As soon as you complete the 
code, the credits start rolling, along with some really 
campy music. If you want to resume playing, you'll 
need toreset your Super NES. 


E From Agent #723 
New Borders 


With the release of the new Play It Loud Game Boys, 
you can add a little color to your play sessions. Now 
with the help of this code, you can add the same color 
to your Super Game Boy screen! When playing 
Mario’s Picross, you can change the background by 
holding the correct direction on the Control Pad then 
pressing Start. If you want a Clear Game Boy, you'll 
need to circle around the Control Pad until you hear a 
tone, then hold in that direction and press Start. 


Green - Press Start 

Red - Hold Right and press Start 
Black - Hold Up and press Start 
White - Hold Down and press Start 
Yellow - Hold Left and press Start 


Our Address is: 
Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 


SOMETHING 
FISHY 


Bass Masters is 
one of three new 
bass games to 
appear in the past 
nine months, but 
even more are 
likely to follow. 
It’s the golden Lou Z. Ball 
age of vidco fish- 

ing, folks. So, with all this interest in 
Super NES angling, why ıs ıt that 
every game concentrates on one 
fish—the bass? The Sports Scene 
editors have been scratching their 
heads over this one. Why not 
expand the horizon and head after 
other aquatic trophies such as mar- 
lin, salmon, great whites, Nessie? 
After all, when you think aboutit,a 
bass ıs a pretty sorry opponent. 
Now a Hammerhead, there's a wor- 
thy fish. Teeth like stilettoes and ıt 
will eat you if you lose. Even if the 
bass fixation cannot be overcome, at 
least let's have some imagination. 
What about Super Mutant Zombie 
Bass for a game? We're talking five 
tons of radioactive, undead fish 
with a hunger for humans and an 
odor that would floora rhino. You'd 
need two-ton test and an aircraft 
carrier to land this baby. Now that 
would be a fishing game. If you feel 
the way I do, write to your congress- 
man and demand the end to video 
bass persecution, Save the bass! 


HEADS UP SOCCER 

US Gold takes soccer fens | n т; 
backto the pitch for a fast, 

ercede-style, muit-player | 

game featuring special ы 

moves that are a kick | 


INO FEAR Kyle Petty's No Fear 


Racing from Williams may 
not take the checkered 
flag, but it gives race fans 
the ability to design cus- 
tom tracks 
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MASTER OF THE BASS 


By Malibu Games 


Calabasas, CA—The sun rises over 
the pines as you rev your Evinrude 
and head out onto the still waters of 
the lake in search of prize bass. At 
your secret fishing hole, you cut the 
engine, then rig your line with a 
lure guaranteed to draw in the 
lunkers. With a 
flick of the wrist 
anda whirr of linc 
you cast, then work 
the lure back, reel- 
ing, juking, teasing 
the bass. The hit, 
when it comes, is like a surge of 
adrenaline. Man vs. fish—the 
ancient drama unfolds anew. The 
battle rages back and forth, touch 
and go, pole bending, line singing 
as the bass makes its run. But with 
cunning and patience, you land the 
fro hy and toss it in the livewell. 
nly another five hours before 
E have to take your top five bass 
to the judges. So little time, and so 
much bass. 
Bass Masters Classic from 
Malibu Games weighsinasa 


“Bass Masters 
Classic...weighs in as a 
unique addition to the 

Super NES...” 


unique addition to the Super NES 
sporting library. Unlike previous 
bass games, Bass Masters presents a 
new, underwater perspective and 
an emphasis on tournament strate- 
gy. The tournament strategy 
requires you to maximize your 
efficiency to catch big bass quickly. 
In most bass games, time movesat a 
snail's pace, but 
the minutes and 
hours fly in Bass 
Master, so you 
must make 
every cast count. 
Although the 
fast pace may seem unrealistic, it 
gives the game an edge that the oth- 
er bassers hke TNN Tournament 
and Bassin's Black Bass can’t match. 


FISHING FOR DOLLARS 


Bass Masters Classic features virtu- 
ally every element of real bass tour- 
naments, The challenge comes in 
many forms, from catching bass to 
beating the clock. You can divide 
the process into three major cate- 
gories: supply, angling, and strategy. 

To start the game, and then later 
as you progress in the five three- 
day tournaments, you must supply 


yourself with the winning tools. In 
Bass Masters, not only do you pur- 
chase your lures, you can also 
upgrade your boat engine, fish 
finder, rod and reel. In addition to 
that, you must choose one of six 
anglers as your alter-angling ego. 
Since each of the anglersexcelsina 
particular skili, choose them care- 
fully. Clyde and Hooker are good 
choicessince they hook fish quickly 
ota Rol. 206 $ 


and solidly. A strong reel is a good 
idea as 1s a good supply of lures. 
Worms and spinners seem to 
attract bass instantly in a wide vari- 
ety of weather conditions. The big 
ticket items like the engines and 
fish finders won't make a huge dif- 
ference if your angling techniques 
are sound, 

The second consideration is 
angling. Since 
time is of the 
essence, cast 
short (no more 
than 50 feet) 
and tease the 
fish close to the boat before 
hooking them. You should be 
able to hook a bass within six 
or seven feet of the boat, 
which dramat- 
ically lowers 
the time you 
have to fight it. 
Once a lunker 
1s on the line, rapidly 
tap the A Button, 
keeping the angler's 
power hovering in 
the middle of the power meter 
while the bass stays just at the sur- 
face without jumping. If you main- 
tain tlus balance, you'll wear out the 
fish and bring it on board ina few 
short minutes of game time. In Bass 
Masters, the shorter the fight, the 
better. 

Finally, here are some strategies 


“Know the hot spots 
and go to them 
directly.” 
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to keep in mind. Using your time 
wiscly is the key. Know the hot spots 
and go to them directly. Don’t waste 
time sight-see- 
ing Make sure 
you are back at 
the dock by 
3:00PM or you'll 
be penalized. 
Although you can see the fish 
underwater, you can't always judge 
their sizes. It’s better to go for 
lots of fish than to try to coax what 
you think is a big one. 
Small fish are automati- 
cally culled when a 
trophy gets thrown in 
the livewell. Use these 
tips and you'll be in the 
money. 


THE HOTTEST SPOT 


At Pebble Lake, the site of the first tournament, 
you'll find the hottest spot for bass m the south- 
east corner. The north side of the cove shown 
below is stuffed with championsbip bass. Head 
for this hot spot each morning and head back to 
the dock by about 2:45, It takesabout 12 minutes 
of game time to travel between the dock and 
the cove with the small engine. 
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HEAD-ON SOCCER 


^ .— ByUS.God 


San Francisco, CA—Soccer takes 
many forms оп the Super NES. 
Realism reigns in Mode 7 games 
hke Tony Meola's Sidekick Soccer 
and Super Soccer from Nintendo 
while excellent graphics and 
options make FIFA International 
from EA Sports a top contender 
along with Konamr's International 
Superstar Soccer. On the other end 
of the scale, you'll find the gim- 


mick-laden Championship Soccer 
794 from Sony Imagesoft which 
featured more than one hundred 
teams and characters the size of 
ants. Head-On Soccer, the second 
soccer title from U.S. 
Gold, falls somewhere 
inthe middle between 
realism and gimmicks. 
The experience is like 
that of an arcade game 
with emphasis on fast 
action. The speed of players on the 
pitch is quick, but within a realistic 
range and the animation is good, 
although notat the level of FIFA or 
the Konami game. The game fea- 
tures Exhibition and Tournament 


“take a look at 
Head-On for its 
Star Player 

feature 


modes with a password system for 
saving your progress in the one- 
player international tournament. 
The most innovative feature of the 
game 15 that of the Star Players. 
Good teams have players with stars 
above their heads, indicating that 
they have some spectacular moves. 
In Tournament mode, youcan gain 
star players by performing excep- 
tionally well. A team full of stars, 
like Brazil or Italy, stands a much 
better chance of 
winning. 

The four player 
mode gives youa 
chance to mix it up 
with friends, but it 
isn’t allfunand 
games. Knowing who has the ball 
and switching to a nearby player 
can be difficult, The Al can also 
make Head-On Soccer difficult to 
play, particularly when your com- 
puter teammates act on their own 


¬ defensively. The biggest failing 
of Head-On Soccer, however, 1s 


the absence of any down-field 
tracking screen. There is no way to 
sec teammates at a distance, so pass- 
ing the ball is an act of pure opti- 
mism. lf you are an optimist, take a 
look at Head-On for its Star Player 
feature, but don’t expect the 
definitive soccer title. 


1 
CUSTOM FIELDS 
Field conditions are deter- 
mined by geography. Select a 
particular field in two-player 
Exhibition Mode on the Team 
Select screen. When both flags 
are dark, move the Control 

Pad left or right to select. 


ELEH GIELELL 


ONIE ا‎ 
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NO FEAR R 


By Williams Entertainment 


Corsicana, TX—Kyle Petty heads 
for the winner's circle, but you can 
knock him out of the running with 
a solid performance in Kyle Petty’s 
No Fear Racing. The strength of 
this NASCAR racer is not in the 


graphics or the play control like 
other racers including Michael 
Andretti’s Indy Car Challenge and 
Nigel Mansell’s World 
Championship Racing, not that the 
graphics are bad. Williams used 
computer rendered 
cars and other ele- 
ments to create а 
realistic graphic 
racing environ- 
ment. The feature 
that really stands 
out is the custom track option—an 
option not shared by any other 


“Kyle Petty’s Custom 
Tracks and two-player 
option are deserving 
of a look.” 


comparable racing game. But, as 
cool as it is to create your own 
courses, this game would have been 
much cooler if the actual racing 
experience was more realistic. A 
few simple strategies will put youin 
the lead for good no matter what 
track you're racing on. Strategy 1: 
Stay close to the 
inside curb and 
turn into cor- 
ners before you 
actually reach 
them. Strategy 
2: Buy, collect 
and use lots of Nitro. Strategy 
3:Upgrade your suspension and 
buy tire changes. That's about it. 
The Al of the opposing cars is noth- 
ing to worry about except for the 


SPORTS SECTION 


ACING _ 


PE 


no 


chance that they might slam you. In 
the two-player mode, at least you 
have the chance to race against an 
interesting opponent. Although 
the racing could be better, Kyle 
Petty’s Custom Tracks and two- 
player option are deserving of a 
look. 


CUSTOM COURSES 


Designa dream course with 

hawpincorners, long straight- 

aways, overpasses and just 

about anything else. The 

scenery option lets you place 
| Signs and objects. Set the 

weather conditions, and num- 
| ber of laps, then go racıng. 
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In this strictly one-player game, 
you can choose your favorite Kat 
before you begin. T-Bone is the 
e of the pair, armed 
ange blaster and a 
heavy grenade 
launcher.The 
launcher 1s not e 
tive against enemics, 
but it can be used to 
demolish walls and 
other obstacles. 
Razor also has a 
blaster, but no second 
weapon, Heis the better 
jumper, and what he 
can’t destroy he can 
evade using his Jet pack. 
The pack is handy for 
short hops, but pro- 
longed use will tem- 
y burn it out. Both 
= в Kats сап climb on some 
зй of the walls, and wall jumps (a la Super Metroid) are a good 
a бый o search for items, life-replemshing food and 1-Ups. 
ux рі s are timed, and the high- 
Based on the popular Те, 
Hanna-Barbera cartoon, Swat Kats: aren't very long, but you may have to 
The Radical Squadron chronicles the р: ip some bonuses to reach the 
exploits of goals m time. á 
T-Bone and 
Razor, two 
high-tech 
superheroes. 
Hudson Soft 
has managed 
to capture 
the look of 
the show, if 
not the pace. Though enemies are 
tougher at the higher difficulty set- 
tings, the action feels much slower More coment roleplay 
than you might expect for ا‎ games than to action paks 15 
this category. Serious action hacks the ability to gain experience 
will find lit- 25 The morc enemi 


Ls 


tle challenge 9:53 the greater your experience, 
here, though Бы * weapon power and life meter 
fans of the Е; e capacity. Every time you gain 
н E ч enough experience points to 
arodney, 3 c = advance а leve 
= > meter is fully charged. 
have fun. $ -— е character's level ıs display 
: patate the upper left corner of the 
screen, but if you need to 
. "BWATKATS" aie TR and © Hanna Bagera Celor Wi check all your stats, just hit 
1995 Нисап Боп Gor) Lid: Start to pause the game, 


-— 
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KAT FIGHT 


Just like the Mega Man games, you can 
play the stages in any order. The high- 
numbered stages are tougher than the 
low numbered ones. For an added chal- 
lenge, you might consider playing a 
high-numbered stage right away, just to 
see how far you'd get with low схрегі- 
ence and poor shot power. 


Doctor Viper 
The not-so-good doctor has 
unleashed an army of giant 
bacteria on MegaKat City, 
and it s up to the Kats to do 
some cleaning and disinfect- 
ing! This stage mcludes Mode 
7 sequences where you track 
and attack scrolling targets. 


The Pastmaster 
This stage opens 
with another 
Mode 7 sequence 
as you try to re 
cuc a cargo ship from a mysterious 
LÀ sea monster. The monster ıs actually 
being controlled by the 
fiendish 
Pastmaster, 
who sends 
you ona jour- 
ney through 
tme! 


„THE METALLIKATS 


Mad Kat 

Mad Kat’s amusement park 1s any- 
thing but amusing! Find the miss- 
ing youngsters among the mazes, 
platforms and monstrous rides. 
E This stage 
B features RE 
А morevaried Pas 
scenery 
than the 
last, and 
there’s Just a 
tad more to 
B explore. 


The MetalliKats 
The MetalliKats think that crime 
does pay, and they’ve just robbed a 
bank to prove their point. Your 
mission is to track 
them through 
the subway 
system and 
prove them 
WRONG! 
This stage 
features the 
toughest 
opponents 
inthe game. 
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* 
1 When General Kilbaba meets 7/7 
) his demise in Desert Strike, his 4 
son, Ibn Kilbaba seizes control 
of the totalitarian government. 
Global economic sanctions cf 
force Kilbaba to sell off his % 
dwindling stockpile of nuclear 
weapons to drug cartel leader 
Carlos Ortega. Both men are 
driven by a mutual goal: full 
scale terrorism in America. 


As of yet, no ons has 
responsibility for the 


eliminate this clear 
and present danger | 
in Electronic Arts 7Z ft | / Ге 
password-backed, уу ^ K ¢ | : 
16-megabit sequel. e "E m pm 


© 1995 Electronic Arts and Granite Bay Software. 


5 3 E 


No question aboyt it. You’re the 
best chopper pilot in the world. 
Uhfotftnately, finding the е 
perfect copilotis nota’simpte The youngest of the 3 
task. The bestcopilgtsare ко < CoD, Ego is a new recruit. Не? = Mr. 3D's nickname is derived fram his 
D$ OF missilig inaction. determined to make something of awesome spatial ability. He’s hot on the 

aofind them, Mifhself by spending hours in simulator ^ winch but cold in a firefight. This veter- 

= training, He'll be good—someday. an is due for an eye examination. 


78 NINTENDO POWER 


г ед 


тыһ. fense bugger bavê severely 

А brdwatedevelopment in the 
Natio} Security Aggneyo Fontunstely? 
‘therégrevome ргайтіфез avail able. 


ASSAULT 0 
IKE 


toch. ias tittle protóctua, butik: The F-1t7X Fighter hes unlimiteri іше! 
EET d | eee чус сы ў: 2 шата ba 4 


a 4 Wer 


THE WHITEHOUSE 


= - Қысу” to p ws 

x as V oot оа Per two 
ict ihe ete ЕЗ o ther. 
ыы teca re RO as 
olet Жы Пе nay) ane 
| EA (ipa plans tg 


т ambush: fr Ye тагам с ёт 
аке ерге таре. 
MONUMENTS” — 
1 errorists are camping in, 29 In an®ffort to elude 


detection, Kilbaba’s 

organization scattered 

ipmenjs. You 5 Several centers of opera- 

the re hot соз біп == tion tbroughout the city. 

th. pmo ам Local police forces lack 
thém oat without dinig. Тс the firepower necessary - ВИЙ halds Wete 


b recreation: 
^ ch of the ndi 


Р ing America’ssacrett ine tor Ени» рих to neutralize these (NEA UTE 
А landmarks. 1 strongholds. ` 
1 F 
- "D^ d 
ж MOTORC: F SNIPER . NES | 
The news media'st ed. ж- With any luck, this sni pq A 
covérage ‘of Pres "T = m d yill miss his tres i > -N 
activitřes bas alloweé - pAn отар If v d * 
Kilbahetg set up several TD fiie dats, vous ture: Р 313 
ambuish points throughqlit а hlofand obtain Ё іса (ЕР QE 
fhecityaQlear the road w Ti D.C. morning солам Information regardin the mem it 
of the stum Чура. has never bean this danger- second ¢ampaign in South КЕ You ean get atm fest 
city ые ms. Agicrica. А enough. 
= ال ل‎ EIL са EE CE EI ee ee eee ee Эр 


Faceman is a video " Roz is one of the Wild Bill graduated 
game master and experienced Ғ-15. best. Her winch skills allow for easy at the top of his class. His scores indi- 


fighter pilot—his outstanding dexteri- pick ups on the first pass. gate that he has no weakness. If 
ty landed Білу top honors with there's a tight mission, this is the 


America’s ultrá elite fighting forces. ‘copilot you want at your side. 


COASTAL CHAOS 


Kilb&ba and ОН da йыш А for a traster afi) 
weapons-grade plutonium Ofthe egast lof Бани America, | 


and Orteza’s heavy: defenses have neutralized еди БОР соу. >” 
Navy Seals |g the arca; Your missiaW ipto make sure pise | peru ауыл, \ 
deadly безу сез иг. 2 Бет 
HOVERCRAFT. 4 PLUTONIUM 

Enemy forcesgaptured. Kilbaba packed his pre- 

the XL-9 aAfovercralt! cious plutonium in crates |” 

Rescugtwa Navy Seals, fharked with. dash. | 


сто the activation 
sequence, and'clean up all 
the’scumsaround the 
perimeter. ' 


RUN IT DOWN - 


Your missionis to recover 
all of the lethilcagge as it is. 
shipped Ashore Shootfirs' 

and ask questions later. `. 


А 
There s more than эле way tobita T ‘the G 
target with the XL-5. Just peint Pele pet pom 
the bow and hope the air hag istor cigarette beats. ғ 


ЎЗ works! Ramming Speed! 


м“ 


Bi d‏ ا 

As па їп bis $crsonnel fite;Faceman «Айы зей. yi detcnteb-tveen 

coagnef Sogth America. It looks like you've foan a clearance sale ef aubm3ffine technola, 

Th wonftbe an casy extraction, Са Ке gih ку, Ortega capitalized on the bargain and 
on fic island. then land near th Е L JU addéd Several attack subs to his drug flog, 


You bright use up several ammo crategtry- 

A HOT £.2. ing Mink thse monsters of the deep 
зь са ron out of runwey. Take the gun and p M 

as УТЕС DECK GUN эы 

not be disabled, ы ee 

E = 

repeatedly. 


RUN AND 
SHOOT 


A sub on the surface 

LIT sow tbe] i n 

‘get. ize on 2 
sss si witha = 
‘sornes п! 

ambien 
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TS 
T ШЕКТЕ ont 


t 
get eet o 


Lord have left their he: 


E Mad Man and Dı 
outinthe mid- 


day stim These tanks sitting ducks 
Teac а dguyawhaghoppens, ' 


2, whilerefueljng. 
wheo we don’t a 


қ ды 


жағы 


Ievelintellig: 
Tt indicat gall 


Zä n 


to eliminate the 
sand starta jail hreak. 


fe Southern region of the area of 
ms, Youmustrecover these materials. 
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aA HATER TOWERS 


АП along The watchtowers... are gunners айты to 
tak@you ont. Use a missile to illuminate the area and 
E walk your Chain Gun 
f straight into each target. 
| Stay out of the Danger Zones 
until they are assigned. 


ج يو 


ығ.” | 
| | -% 


—À E 


ON TARGET 


$* 


ЕЗ 


Soret provugh- sat tra jungle 
ERES and ammunition 
ааа dumps are marhad 
is glowing colora! rings. - 


SCIENTISTS 
dams 


asap 


AMMO 
é 


A grip eat 
| ! [M n ep tive in. 
| йе pits, "Же Madman 
; - beifefliving condi- 
Чо the scientist Ip develop a bomb. 


ж 


y 


You must save these иебиз hostages. | ' 
JAIL BREAK QUICK GRAR 


r* = " 


Tha pita ara located near tha ‘Once freed from captivity, 
top of the oy theese bewildered scientiata 
Taha out any ani might wandar into the pungla 
shooting the bars... Quichly pet ы up. 
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itis just ariother.quiet nat 
beneath the fungt 
until you swoop bel ec across 


won't see the flash of their 
upturned gun muzzles. к 


нөр PADS i 
Years аро Me рай» for a Super Comanche próto- 


FUEL 


NIGHT STRIKE 


7 


te cahiopy 


— the treetops. "Мо the: 2 | 
ы. guerillas are listening бт jhe ERN. nds] 
sound of yof Fata М по | Brantano 
at the sky and hoping yot | чери ваго 


type mysteriously ka a de The gray ryan 
over the c jungle look vague 


ly familiar. Destroy the 


к” 


landing pads and drop the | 
wannabes from the skies. 


[ 
р 


<> 
ae 


m come town 
Tate ош d the da епп 153% 
coptars and ov 


Activate tho lidem ПШ. 


‚ оммлурь 


pont 


sige? nd 
ARMOR 
C | 


ТТ? is thaüyellow dot on s | 
the left’ ldo thé map? өз se 
Although it'é in a Danger 
Zone, the targetis worth the 
risk, Jf you capture the commander, you'll know 
thelocation of all fuel and ammunition dum ps. 


SO ا‎ 


IN THE HOUSE. RUNAWAY 


т... 

Tha guerilla commander isin Unliko othar etumed coptivea, 
ana ol ti laminatad build- | tha commander will try ta gat 

ings ВІ: а lid att and oway. Just don't accidentally 

watch him run far cover, shoot him. ~ — 


Worldwi b 3 operation. елеу! person оп 
the street is gp the cartel's payil, p hose 


асаган 
snes seo tm 


ә - am m 
ing scheme^yás. 5h 
down last ye 


AMMO FUEL ARMOR 
—<« 


After you've co E the arm ШЕ WARRO 
hurning metal, $ де "near? Why UT einfore: Hiding 
Қаланы, pa etre zag 


4ional óperation. If you can wipe it 
Soh Pulosa City willbe treet 
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SNOW FORTRESS 


f ET: - с а 
PL z 3% ^ fo: ерене reports іссе 
hm c E | traitor fente the Rusian керііше EE gurni , 
| f = EE | ing warheadéto the на Brug B f 
| = * Mord, Wid Bilas assighedaigic кесі xi ға 
Brem añ isolated autpbst, but тә WI РУМИ peard к. 
| oa agin сата low оС ЧИ aE NGOS 
ad | ges nir Кейс; А 
Ee | Wire toli your winter survival Yal GENERAL Ar 4 
= An Ex-Soviet officia has leftxRássia to јоћ the қ 
WILD БИЛ; 4 Y sl «Lord; He is supplying reac, 
GhougoN by massive М-1 tor paris totheserroxists¥ourmission isto capturé 
Battle Tanks, Wild Bill is himalivezgfftrs trextract information from pif.’ 
befag held captive in a ie E. ар : 
frozen prison camp. Rescue INFORMANT * 
thisdrot sbot and you'll ? 
rarely miss another target... B e É»9 ee» ODS 
Ж ~ 2 es SSW ы 
ICY RESCUE bo T „үс 
و ا‎ ==. г? r1 Launchers. 
" 1 
Аы, v^ Па burdia st 
ч ч crat yields the location of all 7” 
Shoot up his scattered chalets. of the terrorist missile 
for additional supplies, launchars. 
> bs sasiy dont : d 
by ne dart ear ait cot VENTES Ж ul 
|^. 


ES cealed deep beneath th 

| AMMO — FUEL ванна маг 
| ога 
destroythe еді mies ЬеҒойа 
they escape through a tunnel. 
MERCENARIES 


E 


“Smoke from the chimney These mean mercenaries car- 
leans semeone's at homa! pia launchers. Fire the 
Shoot the root aff and dros im i" Gun 


MISSES Я: 


Battle shies 


ра: ich Fly over each demolished 
8 ді fortress and scoep up the 
Enga warheads. Destroying a 
ick pass and fire yeur warhead aberts your 
ға missiles. mission! 


84 Why Enis bower 


temet 


э 

top secret iron а 
апе Fut 57 ат 
| fightér has Брыт stolen by 
| Май eed to 


| p ЖЕРГЕ and wipe 

am 

| d a | m. ЖҮЗ Б fungic base. 

ae 

pure á 
find it ond dee! ^ . 


Fi stripe 
‘This enhanced iî Eat F 
utilizes a smaligfiClear reac- 


ij the bridgesot cr the Baers. 
Grae ofing river. 


Take out the terrorists nd тает ridge is protected 

the plane! Bot don’t сга firing. Ense tanks. Ui ivan ø 
miner us drops this far ar but of лайтай supply of bombs to crush 

the ski ‘the armared vehicles 


{лро Т” 
gw. ck 


NUKE MISSILES ^ ^ 
EE 


4 
е nt 8 сана E 
AMMO WA ARMOR i 
ш Ф | مرد‎ 
The Se Foetal trac séontaihing Patriot spegate fora safe sBobthe Milan hasdu; 
missile¢quring the Cat “Now the Madman the rulgs of atftient templ@ertnewn 
uses tite-weapons to hai e NEY y’s attempts to ШАБО Ib research continues in thé hid- 


j 
,launéh4actioaLcruise ilesstthebombyfianufac- "| uins. You have hochoice. You must destroy the 
“suring site: cient relics before thémodern world is in ruins. 


GUARD DUTY TOUGH SHOT AT THE CORE ‘CLEAN UP 


4 xe 7 


EAE талан bapa a you chee Ár pis sa шш 


BILL [3 2] 
protected by some ferm of this ruin. Blast away the M Ват part and head for 
1 1 
Mi pedi E EUER vant Қы инш нік ha naxt maa 


HOW DO I СЕТ THROUGH THE 


FORTRESS 1F PUZZLE ROOM? 


any players are confound- 

ed by a large room filled 

with floor switches. A sign 
onthe wallin the room reads, "When 
the vibrations cease, the floor has 
changed. The columnsare the key. 
Touch the Northern side." Touch 
any floor switch in the room, then 
walk to the south side of the column 
one step south and two steps west of 
the teleporter that brought you into 


the room. 
is a tough maze. The sign 


outside the room reads, 


"There 1s but one true path.” The 
object is to walk across the tiles in a 


he tile room in Fortress 3F 


Spend an extramoment writing down the direc- 
tions onthe sign Ths effort can save time later! 


OW ОО ISOIVE THE F 


This room has a ton of floor swrtches—thank- 
fully ıt doesn't matter which one you touch 


specific order. Copy down the 
directions on the sign and follow 
them exactly Some players arc 
unsure as to where to begin in the 
tile room. From the sign, walk one 


One false step and you will start this room from 
the begnnmg Learn from your mistakes 


Find the lower side of the column one step south 
and two steps west of the teleporter 


space east, two south and one west. 
You're now standing on a tile. If 
you follow the directions accord- 
ing to the sign, you should be on 
your way to the end of the game! 


Thisis the exact starting point of the sign's 
directions Keep track of your location. 


КЕЗ MIGHT & MAGIC III 


WHY DOES A DOOR SAY “SELECT А 


CHARACTER?” 


Ч ome locked doors display а 
) message reading “Selecta 
Character.” This means 
that a specific person must pick 
the lock ın order for the door to 
open. The best character for this 
job ıs either a Robber or a Ninja. 
Save yourself some game play ume 
and frustration by always keeping 
one of these characters 1n your 


party. 


here 1s a method of getting 
quick experience, but save 
your game before attempt- 
ing this technique. Go to an item 


"Select a Character’ flashes on the screen 
whenever a lock needs to be picked 


а HOW DO I GAIN EXPERIENCE QUICK 71 


shop ın a town and fill your party 
members’ backpacks, Then destroy 
any huts or wagons for experience 
points. If each character's item list is 


Don Carroll 


Either a Robber ora Мпа ıs the best class to pick 
doors or chests in the game 


full, the destroyed object will reap- 
pear, and you can rumitagam. Some 
objects subtract experience, so be 
sure to check your character's points. 


Need бхра inahurry? Fill your charac" 
ters’ Item lists and look for huts or wagons 


2] HOW DO I BUILD UP GOLD QUICKLY Hd 


"EP. n addition to gaining gold by 


finding treasures or defeat- 
Ж ing enemies, there is one easy 
trick to raise your cash flow. Note 
that the technique costs 70 gems. 


Tired of defeating the same old monsters for 
gold? Try your hand at making magical armor! 


If your characters backpacks are full, tms 
object should reappear after you destroy Tt 


Have an Archer or Sorcerer cast 
Duplication and Enchant Item on 
Plate Armor. This creates 
Platinum Armor. Sell the 
enhanced Armor to any item shop. 


Check your charactars" experience point lev- 
els—ruming some objects subtracts pomts 


If you have the Merchant skill, you 
can sell the item back at the shop's 
purchase price. 


You need an Archer or Sorcerer to cast 
Duplication and Enchant Item on a Plate Armor 


Sell the armor back to the store Cash ın big if 
you have the Merchant Skill! 
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а! hoosing an airline hub 
location is often the tough- 
7" est and most critical deci- 
sion in Aerobiz. Make it easy on 
yourself and pick a winnmg loca- 
tionfor your business. Thetop five 
cities to start an airline in are 
Tokyo, New York, Los Angeles, 
London, and Paris. High consumer 
population and accessibility to а 
large selection of routes make 
these cities prime choices, 


WHICH ARE THE BEST AIRPLANES TO BUY? 


hile choosing specific 
airplanes depends on 
Е the era of each scenario, 


make ıt a rule to pick aircraft with 
good fuel efficiency and mainte- 


Ра 


London and Peris are outstanding choices for 
starting your airline hub in Europe 


nance ratings. While some of these 
airplanes have a high purchase 
price, you'll save more money fly- 
ing quality aircraft over a flock of 
fuel-guzzling lemons. Most experi- 


You can't go wrong with Los Angeles or New 


York f your region is North America 


enced players buy Boeing and 
McDonnell Douglas aircraft in sce- 
narios One and Two and switch to 
Boeing and Airbus planes in scenar- 
ios Three and Four. 


= ak uem т = 


| oe ing : E 


W hile there are several 
! methods forattaming 
financial success in 
Aerobiz, a winning start up strate- 
gy plan 15 usually the same. First, 


buy all of the slots at your hub and 


Begin the game by aggressively buying out as 
many slots as possible at your airline 
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Boeing and McDonnell Douglas are the two. 
best products т the first two scenarios 


purchase fuel efficient planes. 
Second, quickly open as many 
routes as possible in your region. 
Then focus on buying and open- 
ing routes to major cities іп other 
regions. Third, open routes with- 


Purchase the most fuel efficient planes and 
open as many routes as possible in your region. 


- Sunrise i SI 


Switch to Airbus end Воето products in the last 
two scenarios 


WHAT IS A GOOD INITIAL BUSINESS PLAN? : 


in other regions. Do not diversify 
into too many side businesses 
until your airline is well estab- 
lished. Quickly alter or climinate 
unprofitable routes, and keep an 
eye on your profit margin! 


L M 
mi =a - - n | 


Don't dump money into business ventures until 
your airline isproducing a healthy revenue 


HOW DO I SURVIVE THE 


TRICERATOPS ZONE? 


he wild Triceratops can be 

neutralized with grenades, 

but the key to survival is 
landing in one of the two holes on 
the screen. Jump into a hole and 
duck when the Dinosaur charges. 
It the hole fills up, run tothe other 
side of the screen and jump into 
the other hole. Although 1t may 
look like you're getting stomped 
on, the dinosaur cannot hurt you if 
you duck, 


any players think they 
need to recover all fifteen 
cards to pass the T-Rex 


Pursuit stages. This 1s incorrect. 
You ust need tosurvivethe stage by 


You can't defeat this hungry beast, so you'd 
better beathimina footrace Run to the right! 


tf ч 
ЧЕЧ 
Yikes! This Triceratops is running amok! Your first 
pnontyis survival Duckinto ane of the holes. 


HOW DO I PASS THE T-REX PURSU 


reaching the endat the far right of 
the maze, Even this 1s a tough task. 
Shoot at the small lizards that get ın 
your way, but don't waste time tak- 
ing out unnecessary targets. Allow 


The small lizards are a nuisance, but westing 
time eliminating all of them ıs а fatal mistake. 


If ahole filis up, run ta the opposite side of the 
screen and jump in the other prt. 


yourself some space and time to 
make the critical jumps on the 
blocks near the end of the stage. 
These tough stagesare short, so you 
wont need to memorize the route. 


These critical jumps are thehardest part of the 
Stage—put distance between you and T-Rex! 


ОҒ A FAST FACIS! 


NHL ‘95 


How dol erase or delete aplayer! 
made? 

û Start anew season—this erases all 
players you've made 


Whetis en ‘illegal’ trade? 

t Treding a player of one position fora 
player of adifferent position Trades 
must be made for players playing the 
same postion 


Pac In Time 


Q: Im stuck Howdelrestartastage? 
A: Pause the gameand press thel andR 
Buttons at thesame time 


0: Cantsend out ashock wave with my 
hammer? қ 
А: Yes, but onlyin Area 30 


\ 
How dol avoid getting trapped in cages? 
А: Moveunder themes quickly es possible 


Space Invaders 


When dol get an extra cannon {life}? 
А: When youreach 1,000 and 3,000 ponts: 


* Is there an ending to the game? 
As No It's justlike the arcade. 


How dal get the ‘Alen Rainbow" 
show? 

А: Defeat all of the enemies EXCEPT one 
of the ten pont aliens. 
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MORE FUN MORPHIN 


ighting game with 
222. aside- 

scrolling 
actioner based 
on the smash 
summer movie. 
The evil Ivan 
Ooze has invad- 
ed earth with an 
army of wicked 

5 hal robots and creepy 

. The 7 


six scary stages. Only 
then will : 
they come 

face to 

face with 

Ivan, the 

vilest vil- 

lain of all! 


/TM 1995 Saban Entertainment, Inc. 
® 1995 Bandai America, Inc. 
"3 


Es 
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Like the Rangers 
themselves, this game 
emphasizes tcam- 
work, since two play- 
ers can beat the bad 
guys alot easier than 
onc. You can choosc 
from new Rangers 
Aisha (Yellow), Adam 
(Black) and Rocky 


fighting stylc. 


bolts left by defeated warriors 


In teenage mode, Adam's signa- 
ture attack 15 the lightning ball 


The Blue and Yellow 
Rangers have razor- 
sharp spectal attacks 


(Red), who have joined 
forces with Kimberly (Pink), 
Billy (Blue) and Tommy 
(White), Each has a unique 


Replenishing the Power 
Meter gives each 
Ranger a special attack 


THE ACTION 


Gather power by picking up lightning 


AA POWER UP WITH 
NEW RANGERS 


SFLECT PLAYER 


R STOPS 


The Rangers will have to 
run, jump, chmb, snow- 
board, punch and kick 
their way to the final 
showdown іп Ivan's 
mountain fortress. At 
the end of each stage, 
they'll have to defeat a 
particularly fiendish foe 
with super powers. 


The wise Zordon gave the 
teenagers their special powers 


ANGEL GROVE 


Ivan Ooze’s 
evil hench- 
men have 
shattered the 
peace of this 
small town. 
The Power 
Rangers will have to fight their 
way through the streets anda 
department store before squaring 
off against the teleporting Mirror 
Mamac! 


Beating tha 
Miror Maniac. 
requires fast 
thinking and 
faster moves 


Lurking 
snipers and 
hopping mor- 
tars attempt to 
railroad the 
Rangers in this 
stage. After 
destioying the reactor that powers 
the train, the Rangers will contin- 
ue their fight ona ruined bridge. 


Magnet Brain's 
staff can drag * 
the Rangers 
ıntohıs clutch- 
es or push 
themaway 


The Rangers face skirmishes in a 
deserted city and a giant power 
plant. After battling to the top of a 
«skyscraper 
| under construc- 
tion, 
"e encounter 


FIGHTING 00ZES 
MANY STOOGES 


OOZE'S GUNNERS 


The Rangers 
take their 
battle to save 
the world 
onto an air- 
craft carrier 
and into a 
hulking munitions factory. 
They'll have to watch out for 
machine- -gun fire, mortar shells 
and spiders spitting glopt 


Toughas steel, 
Cannon Tap can 
only be con- 
queradby 
numerous 
Ranger attacks 


yer Horn, 


This electrifying 
evil-doer wields 
abewidering 
arsenal of ener- 
gy beams, balls 
andrays 


Let's go board- 
ing, Power 
Rangers! After 
schussing 
down snowy 
slopes, the 
Rangers will plummet thousands 
of feet to a raging river, where 
they'll have to dodge falling boul- 
ders aiid fight off ferocious fish 


whilebcesting Ivans henchmen! 


The fire-breath- 

ing, pike-wielding 
Skelerena ıs tha 

Rangers’ tough- 

est foe yet 


at of a sud- 
lén rocket ride to outer space! А 
slew of electric traps makes this 
stage a shocking experience. 
Then, it’s onto Ivan Ooze! 


The Rangars 
will hava to 
throw lots of 
unches to 
reak Main 
Frame's glass 
house 
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Konami and Factor 5 have teamed up to 
bring you another episode of the 
adventures of Vakko, Wakko and Dot. 
This time 45м the Animaniacs аге 
going gonzo on the 
Game Boy. 


Super Game Boy reveals a lis M. 


detailed bordar and great colors 


The Warner -Bupthers {and Sister!) are back ination. In their previous 
adventure on the Super NES, the Animaniacs saved the world from the 
dastapdl ys doings of Pinky and The Brain, With that bit of heroism 
undef their belts, they have decided to—wtiat clse?—open up a store. 

Yakko, Wakko and Dot are big film fans, so they're off in search of 
movie souvenirs to sellin their shop. This may seem like a thin premise 
for a game, butsi uzzles and cartoon: style action will keep 
Animaniacs fans entertained. The play control ıs good, the ammation 
is эш апа E graphics are well defined. Itseems strange that the 
characters can't crouch, 

which is a standard move in 
most adventure games. 


The Warner siblings decide to stock their 
store with movie props and scuvenirs What 
better place to look than their own home? 


Instead of ducking, you 
sometimes have to switch to 
a shorter character to 
avoid danger. 


Dot's kisses will soothe 
this savage-beast! 
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With bis paddle ball 
attack and ability to f 
move objects, 

Yakko is probably 
the most versatile. 
character. 


Living ир his name, Wakko can swing а 
hammer With the best of them Use itto 
dastroy obstacles, light fuses and. well, you'll 
figure it out. 


This introductory stage is short and easy, just —— 
to set the stage for the plot and give you a chance to 
/ sample the Animaniacs’ abilities. Just hit Select to 
switch characters, and youll be on your way, 


INKY AND 
T BRAIN 


Did you think that there wouldn't be any enemies lurking in the 
shadows? Pinky and The Brain return to spoil the Animantacs' fun. 
They stay hidden for much of the game, but Ralph the studio secu- 
rity guard, is elso on the prowl 


Е Bunge N e dinile 


em DNIMDNIDCS > 


All gfthe action takes place on three of 


Our heroes begin their scavenger 
hunt on the jungle set. You'll need 
toswitch charactersoften to get past 
various obstacles, but the puzzles 
are straightforward. Some players 


may tend to rely mostly on Yakko 
and Wakko, but don’t underesti- 
mate Dot's ability to charm animals 
and people with her potent kisses, 


Siam the fuse to 
fight it, then jump 
into the cannon 
before it goes off 
Now THAT looks 
like a lot of fun! 


| Ralph the security guard is not about to 
let you get the best of him! He attacks 
from the catwalk above the studio floor. 


sam a ау xl 


Wakko's hammer will send 
the steal ball sailing into the 
rafters 


Get a move onl If you get a 
het, some bits of the catwalk 
will rain down. 


ANIMANIACS, characters, names, and related 


ILI. сел tension «ҒТА рды Dime uis tM р, 


When Pinky end The Brain. 
show up, switch to Yakko 
end paddle away! “ 


How did Wakko get over that wall? Hint Не didn’t 
jump! And can somebody tell me who that goofy guy 
Is? Well, he 1 be charmed to meet you! 


sump for your fel 

Yakko's long legs help 
him stay out of harm's 
way 
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REMEMBER HE A LA MODE 


When you think of classic Western heroes, 
you probably think of Wild Bill Hickock and 
Buffalo Bill-but not the Animaniacs! The 
Old West will never be the same with Yakko, 
Wakko and Dot roaming the range, scouting 
for rare movie treasures. Ralph is hot on 
their tails, but fortunately for them, the Lone 
бой " атй Р Ranger he ain't! 

peddle! 


% AGE "Two 


Ifyou scere Mindy offto 
the right, Buttons will. 
follow her. You can 
then grab the apple 


Jump on Old 
Paints back for 
a spiıt second 


тт? 
TITS 


: Alternate between pulling end push- 


Give the skull icon a whack to bring the bridge ing to move these crates into place 


crashing down, then git along, little doggie! 
KAW De RAlpH 


Ralph’s back in the saddle, and once 
again, it's up to Wakko to knock him 
off his high horse. 
“Timing is important in 

4) this battle. 


then onto the 
enctus, There's 
a whole herd 
comin’! 


<) Ralph resorts to the 
oldest slapstick 


Hit the oven to |, 

launch аре 

Ding! Des- 
sert's 


After five hits 
or so, he'll ride 


i off into the 
Hit the blocks around the stage to acti- into the 


vate mechanisms or make platforms 
appear, then backtrack and explore 
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42 


е iH | R 
-To plane oR МТ To ee 


It's creature feature time, and the Animaniacs aren't the only 
things that go bump in the might! With a greater number of ene- 
mies and more complex mazes, this stage is a bit more challenging 
than the firsttwo. You may find, however, that some of, 
the puzzles are simpler - = s 
than you first think. Ifa Is that Doticon г 7 
puzzle seems impossi- quite graly i 
ble to figure out, some kind of trap? 
chances are there’sa 

more straightforward 
solution you've over- 
looked. 


This eheery fellow turns into a bat and 
makes e dive- bombing run on any intruders 


д > 
SSL i 1 So where's the dastardly duo 
(ШШШ ji : in all of this? If you play in 
ت‎ "EE S the Normal or Hard modes, a 
ж 2 fourth stage will appear. ше 
1 


youcomplete the thir 


If you re careless,  jack-in-the-box will 
send you flying back ta the begining 


The black on the leftis the dran mechanism Push rto 
the left to pull the plug on this obstacle 


ра 


(Eum! DrAc АТТАСК 


Dodge the flying bottles as Pinky blows Yakko's jumping ability and 
his own hom Wakko's trusty hammer work 
wellagainst this vampiric villain. 
Hey, where did Ralph go? 


Stand on the. 
center plat- 
form, then 
jump above the 
; fire bolts. 


You can take a mental break with this He'll hop | 
мегу simple puzzle around a lot. =} 
Hit the switch 
> with the arrow С>» = 
pointing at A 
و‎ рат Zr ч 


ГТ ше 


алей gana Where's one thieg Ralph has, 
em (6 «р бо P em Some veraece! He'll do brs best to stop you, but 
D EH ARA switch, Drac the reel ins finelly step out from 
ELE кашек" will take @ behed the scenes reedy tc do beitle! 


fall and some 


Push the crate onto the water vent so 
CEB damage 


уви can use the button as a step 


Apis 


JET-SETTERS 


If you’re looking for a fun new fight- 

ing game to play on your Game Boy, 

World Heroes 2 Jet may be just the 
thing you're 
looking for! 
Takara has 
remastered 
SNK’s popu- 
lar fighting 
game and 
has come up 
with a game 

2 that is 

fun to play on both the Game 

Boy and the Super Game Boy. 

The graphics and animation have 

been well crafted, so that 

they're colorful and entertainin; 

on the Super Game Boy, and still 

easy to see when you take the 

game on the road. One of the best 

features of this game is the Two- 

Player option in the Super Game 

Boy version. 


CF TOURNAMENT 
TRAINING 
VERSUS 
OPTIONS 


st PO RERURI ERRARE TINI асан HAE ча 
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If you're a fan of the original World Heroes game, you'll 
be happy to scc that many of your favorite characters 
have returned 
for the sequel, 
Along with the 
veteran fighters, 
thereisanentire 
army of new 
combatants for 
you to master. 
Many of these 
new fighters 
have special 
new moves, so 
this game will 
require as much practice as the original if you plan on 
becoming a World Heroes master. Allof the new charac- 
ters have their own strengths and weaknesses, so with 
e practice, you should be 
able to counter any of 
the other characters 
you'll face. 


PLAVER SELECT 
ҚЕығов 
00 


ЕШІСІ 


World Heroes 2 Jet has 
=, awde Tange of fighters 
to choose from, keeping 
theaction fresh and fun 


Because World Heroes 2 Jet has so many new characters, 
it ıs only natural that Takara should include а Ti aming 
Mode so you can learn new moves, While it isn't any easi 
er to beat your opponents in the Training Mode, you can 
choose both your character and your opponent, so you 
can continue practicing 
until you do manage to 
beat them, It ıs a very good 
idea to try out your best 
moves before you enter 
the tournament. 


PLAYER SELECT 


ENEMY — SELECT 


аа we 


^14 


Entering the tournament in World Heroes 2 Jet 1s quite different from. 
entering tournaments in other street fighting games. In most fighting 
games, you square off against one opponent at a time m a best-of-three 
round match. In this game, you square off against three opponents, cach in 
a sudden death match. If you beat two of the three opponents, you'll 
progress to a new tournament, where you'll face three more fighters. Each 
successive match becomes mcreasmgiy difficult, so only the best fighters 
complete the entire tourney! 


8 Ist Stage E M2nd Stage B 


Itıs easy to enter the first tournament, but you'll 
need to improve your skilis if you want to make rt. 
mto the later events. 


a 3rd Stage m 


You'll face three different fighters in single-round 
bouts You only have one chance to beat a fighter, 
so use your best moves 


B 4th Stage ш 


If you would rather pick on your 
friends than the computer, check 
out the Versus Mode of the game. IF 
you have a Super Game Boy, you 
can play a two-player competition. 
with only one Game Pak! 


HDAHAL 
ATTACK 
DEFENS 
SPEED, 


There are 16 different fighters in 
World Heros 2 Jet, each of them 
with different moves and tactics. 
With so many different characters, 
it would be impossible to show 
Фет ай. 


е = "-— 5) 

Youdon’tneed towın all of the matches to advance You'll face the toughest fightersin the last few 

to the next round, but every win helps! stages g the tournament, so be ready far the fight 
of your life! 


Practice Makes Perfect 


If you're having trouhle 
mastering all the special moves, try 
И practicing your attacks in the two-player 


game. After heginning atwo-player match, 
leavethesecond controlleralone, then take 
your shot against a defenseless opponent! 
You won't need a second Game Pak to 
access the two-player mode as long as you 
have a Super Game Boy and a Super NES. 
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— "THAT 
ЕЖЕН ТА) ЙЕЛ. 


Ау al E элш - 
7? TELEVISION EE. 
A SUPER NÉS, 


=] 
ri 


INTESI, 
w^ 


‘Ta enter, wither fill sut the Playèr і 
Voll response card ar priüt your 
‘name, address, telephone numer), 
Vol; 74, гай the айзуба to thi ulia 
question on a plain 3 1/2 22 (өлі 
| Mail yaur entry ta this address 


(ûne antiy Wet person, please. kt. 
entries must be postmarked aai inihi 
‘thas Augset 1, 1998. We ө% |і»! 
dpa ү far lost ar misdixacted 
mal С t 
| On er ТІЛЕГІ 
| will be randomly drawn from among) 
all eGgiblexentrids. Ey accópting thei: 
(prizes, winners consent te the эф of 
iheir names, photographs, or other 
квасе far tha мерезге Гайне 
“fisemients or prometiens on behalf of 
Nintendo Power magézine ar 
Nintendo of America tac ANDAR with: 
aut further compensation. Prizes аге 
limited to one per household Chances 
пі winging are determined by the 
total aumber of entries recawed The 
rm tio al prizes ta entry cards dis 
Sibuted 15 56 1,000,000 No substi 
т. of prizes із pernutted, АЛ prizes 
will he awarded. To receive а list ot, 
wimers, which will bs available afte 
, August 31, 1995, sand your request ta) 
the address above ^ 
GRAND PRIZE: Ti 
Winner will recai Life. 
Exértainméat System, rnclvding a 
Lifecycle, ай Exartainmept Module 
ond a Program Manrager/Mnuntai* 
Bike I Ui Air hs: asp 
television and а Super NES The wi 
ner must provide a writes release ¥ 
MDA. Estimatest comtuned value of à! 
prizes is $2,000 Some restric iW 
apply. Valid only in the U.S. an 
Сопайә | Void where prohibited 
taw. Mot open 10 employes of НОА. 
té affiliates, agencies or! heit итте" 
diale fame. Ts contestissvbject 
fo ай federal, Ktatessé WAI Ww 
Mihi і, -›' 


Mol LAR ta, y 


ка 


Б 2 == 


The Power Players’ 


кете etr Е 
Ето DONKEY KONG COUNTRY 


Can you grab 500 gold bonus statues in 99 seconds? How 
about 525 using EnGarde? Select any of the four Donkey 
Kong Country bonus characters and take your best shot. 
The trickiest part of this challenge is recording your 
accomphshment with a photo. Since the total number of 
statues flashes on the screen when you run out of time, 
have a friend or family member take several carefully 
timed snapshots. The top five scores for each of the four 
bonus stages win Power Stamps! Need practice? Check 
out the “Diddy” Bonus Stage Code on page 56 of 


Nintendo Power Volume 68! 
ром 


CHALLENGE NHL~95 , 


RECURD HOLDERS Hockey Season is over and new names are 
" aw voc etched on the Stanley Cup. How did your 
NHL ‘95 team do this year? Show off your 
skills and send your records into the Arena! 
Awards will be given to best season winning 
percentage, most goals, and highest number 
of saves in agame. The top five scores for 
each category skate away with Power Stamps. 
There ere three records screens in NHL ‘95 Pick the 


рап A ЈЕ best end submit your killer accomplishment. Check 
the competition into the boards! 


"аме Goms 
TERRY M 42 пу CGY VS ANH 


ER 
N NCE SUPER STREET FIGHTER’ 


Sonic Boom! Yoga Flame! На-Пао-Кеп! ا‎ 
Send your computer opponent reeling to 7-4: 
the floor as you go for the most outrageous amg] ۲ at A 
Super Street Fighter II score! Select Super = - Ер 
Battle mode, pick your figbter and battle 
your way around the world. For eligibility, Edd э, چ‎ 
you must photograph the RANKING ЖЫ - 1 p 
screen. The top ten astronomical scores win 


Power Stamps! Mail in your fighting best. Remember to photograph 
the Ranking ecreen—not the ending of the geme 


ENTER THE ARENA 
Be sure toinciude your name, address and Member Number on the back of your pho- aus Nintendo Power Staff de termine the selection of printed scores 
fowhen you joie votanti for ПЫ of our Challange a A Ur BU Address your antries to 
allenges printed in this issue must be received no later than August 20, 1995 to. POWER PLAYERS’ ARENA 
quality ШЕ the Power Stamp prizes The players whe best complete a Challenge 
тесем four Super Power Stamps for use towards the purchase of Super Power ~ P.O. BOX 97033 REDMOND, WA 98073-8733 
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NBA JAM 
TOURNAMENT EDITION 


Top ten blowouts with a 
one-player Rookie Team! 


Chris Kueh .. .-.,...,- . 400-31 
Peoria, IL 
Ruben Mendez Jr. ........ 319-2 
This 1s a clear photo and an AWESOME Rancho билтн, CA 
score, but the entry 1s disqualified Li 
because the SNES is not included in the e "M 289 
picture. Why do we sed a photo- * 
graph of the score AND thecon- 5 
trol deck? Some people try Try egg, ^ en 
tocheat with cheapgame Ў 
enhancement devices, Ж 
The Arena ıs for players ua n i AE 
who want to show off 4 
their true talents. Derek Broyhill _. 285-31 
m 273 Grand Rapids, MI 
Beat 223,540 POWER m Michael Boyle 281-38 
on practice mode ES; 13883. [60] 3 Halland, PA 
Matthew Меја ..... 3,026,922 Brion Griffin .. 263-25 
Chicago, IL Burke, VÀ 
Frederic Busque . . . 285,557 
Pintendre, PQ tavis Rizzuto ......... .249-20 
“ae Wyamissing Hills, PA 
Michael Hermann. . ..... 244-20 


Pal 


Focus! Focus) This is either Battle of Olympus or 
e slide of someone's vacation in Greece 


msr mma 


E + MUI AS E 
1 dn. | 
n 


Cleveland, OH 


MORE 
POWER 


CHALLENGES/ 


KIRBY'S 
DREAM COURSE 


Lowest Score on Course Eight 


Matthew Wach . . S. JH 
Before you can enter one of the E Davenport, IA 
challenges, you must first CaP — jesse вот, Kenton, Оһо Awesome Shot! 
ture your score on film. As many Greg Graham .....-.-.-...2% 
of you know, this сап be tricky. If without a flash. When you are Arthur, А 
youare taking a photo of aSuper taking a photo of a Game Boy, 
NES game, first move your sys- place it ona flat surface and take Michael lasky -.-... =. 26 
tem near your television, so you the photo using natural light (NO Reseda, CA 


can get a photo of both the sys- 
tem and high score at the same 
time. Dim the lights in the room a 
little bit, then take a few photos 


FLASH!) If you are using a game 
enhancement device to get your 
entry score, quit cheating and try 
again without it. 
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“Konami 
„July 1995 
„2 Megabits 
The crazy action of the Animaniacs car- 
toon comes to Game Boy in an action 
game filled with puzzles. 
Konami has created a less demanding Animaniacs 
game than the Super NES title that was released carli- 
cr inthe year. That's okay since this Animaniacsis bet- 
ter suited to the young audiences of the TV cartoons. 
As one of our testers put it, “You go along until you 
come to a puzzle, then go along some more until you 
reach another puzzle.” The game doesn’t demand 
lightning fast reflexes, and gamers will have to switch 
between the three 
ANIMANIDCS x crazed cats to select the 
oe M best of the Animaniacs 
for a given task or area. 
Sometimes you must use 
the cats in tandem to 
achieve your goal. Each 
of the characters has a 
special attack or tool: 
Wacko uses a hammer, 
Yackohasa paddle, and Dot charms her enemies with 
asmooch. Asinevery adventure with the Animaniacs, 
Ralph the guard is never far away and you can bet that 
Pinkic and The Brain are behind all the trouble. Look 
to this month's review for more Animaniacs mania. 


Company. 
Release Date 
Memory Size 


2 pias gz 
tee 
| шш 


= 
т 


9 Easy to learn and play 


o Not very challenging Slow (A dash option would 
havebeennice) 


2 r Company.. 
8 9 Release Date 
Memory Size 
Donkey and Diddy debut on Super Game 
Boy with an awesome ACM, action romp. 


Rare’s ACM techniques work miracles at the Game Boy 

level just as they do on the Super NES. Donkey Kong and 

Diddy Kong launch 

into an entirely new 

adventure with 

spectacular Super 

Game Boy graphics 

and music. The 

amazing part of 

T DKL is that Rare was 

able to take high- 

end rendered ani- 

Р - mation and reduce it 

toa palette of four colors. This really is incredible stuff. 

Asfor the game, expect the play style to be similar to 

thatof Donkey Kong Country. Forty-six bonus areas are 

hidden throughout the games’ 30 regular stages. You'll 

also have to battle four bosses. The maps in DKL are all 
new and several 
backgrounds never 
even appeared ın the 
Super NES game. 
Some of the coolest 
new characters 
include flying pigs 
and a nautilus shell 
named Nemo. This 
month, Nintendo 
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Power gives players the winning strategies for barreling 


through Donkey Kong Land. 
9 Great graphics and excellent play control All new stages 
Battery backed-up memory 


е No two-player option 


Company... 
Release Date 


ра 8 
5-PLAYER 


Yogi Bear and Huckleberry Hound challenge 
you and your friends to a foot race on the 
Super NES. 


With 30 tracks and a host of Hanna Barbera’s most 


famous cartoon characters, against which to race, 
Turbo Toons presents an unusual game with famihar 
faces. The basic idea is to charge arounda single screen 
race course with their choice of Top Cat, Quick Draw 
McGraw, Yogi Bear, Snagglepuss, Hong Kong Phooey, 
or Huckleberry Hound. Each character has some spe- 
cialadvantage, such as Huckleberry Hound's great cor- 
nering ability or Quick 
Draw McGraw’s top end 
speed. This game 1s real- 
ly mtendedto bea multi- 
player experience. The 
one-player mode 1s less 
than satisfying. The real 
challenge comes from 
learning how to block 
opponents and use items that appear on the race 
course. Strategies include stunning other racers, using 
your Turbo power wisely, and using Power-Up crys- 
tals. Turbo Toons isn't for everybody, and the theme is 
certainly young, butif you have a multi-player 
adapter, и can be a fun race. 


9 


е Simple Al and boring one- player mode 


Characters look like their famous cartoon counterparts 
Multeplayer mode 


HEAD=ON SOCCER 
DADA BS Sees 


MULL PLAYER Memory Siz 
Boot up U.S. Gold’s multi-player arcade- 


style soccer game. 


There may be a lot of soccer games out there for the 
Super NES, but there aren’t many featuring multi- 
player action like U.S. Gold's Head-On Soccer. High- 
speed and special signature moves result in more of 
an arcade feel in Head-On Soccer. Options include 
setting the period time from one minute to 15 min- 
utes, choosing from three levels of difficulty, and 


july 199$ 
„16 Megabits 


playing in Tournament 
or Exhibition Mode. In 
the one player tourna- 
ment, fifty-one interna- 
tional teams compete for 
the world title. Two play- 
ers can face off or play 
cooperatively while four 
players take the field on 
two teams of two. Cooperative play can be difficult 
due to the automatic switching, which doesn’t neces- 
sarily switch you to the most logical character. One 
innovation of Head-On is the ability to leap forward 
in order to head the ball—-a great techmque if you can 
make use of it. This month's Sports Scene takes you 
down tothe pitch 


9 Fast action Multr-player Passwords Heading 


No down field radar or mdicator to show locations of team- 
mates off the screen Poor switching Al ın multi-player mode 


The future looks pretty bleak for criminals now 
that Judge Dredd is on their case with his tools of 
justice—a gavel and a fistful of grenades. 


Acclaim comes through 
again with another top- 
notch game based on ап 
action movie. In this 
case, Judge Dredd with 
Sylvester Stallone, pro- 
vided the basis for an 
action-adventure devel- 
oped for Acclaim by 
Probe. The develop- 
ment team recreated the dark, futuristic world of 
the movie, giving the game a brooding feel. Enemies 
leap out of shadows and 
hidden areas can be dis- 
covered by players will- 
ing to face a little peril. 
In each of the 12 large 
stages, Dredd must 
complete a primary 
mission and a sec- 
ondary mission. In- for- 
mation 1s available 
from computer termi- 
nals within cach stage. You'll also be able to pick up 
a wide array of weapons and grenades. Dredd him- 
self has lots of moves, including an overhead swing 
that keeps him moving safely above traps and ene- 
mies. The hanging judge also has the ability to fire 
shots m eight directions. The enemies, at least some 
of them, don't have the stomach to face up to a judi- 
cial juggernaut hike the Judge. They'll give up 
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when you lay down the law with a spray of hot lead. If 
youarrest these hoodlums, instead of exacting pumsh- 
ment on the spot, you may find extra supplies ог 
weapons, This month, Nintendo Power puts Judge 
Dredd on trial. Consider yourself summoned. 

£ Excellent graphics, animation and sound Good play control and 
N game design A good mood setter Fun and challenging 


Dredd should have more interaction with the criminals rather 
than sm shooting them Movement n and around some areas, 
such as ladders, requires precision 


Company. 
Release О: 
Memory Size.......16 Megabits 


Electronic Arts' excellent series of chopper 
combat continues on the Super NES. 


The scenario for this game may lx a little closer to 
reality than the designers planned. Action begins in 
Washington D.C. with terrorists holding several 
landmarks around the city. A notorious South 
American drug lord commands the terrorists and 
orders their destı ucuve acts. After cleaning up the 
capital, you'll head south to clean up the jungle. As in 
Desert Strike, you are the pilot of the attack helh- 
copter, but you have a 
co-pilot who mans the 
winch and guns. The 
skill of the co-pilot adds 
considerably to your 
success. Unlike previ- 
ous games in the Strike 
series, Jungle Strike also 
puts you on the ground 
and in the water for 
missions with a motorcycle and hovercraft. The 
play, whether on the surface or m the arr, consists of 
blasting enemy targets, rescuing POWs and gather- 
ing supphes to keep you 
going. The three-quar- 
ter view maps give the 
world a wide-open feel- 
ing in which you have 
total control. Don’t miss 
Power’s foray into the 
jungle in this month’s 
combat review. 


Challenging More variety than fexus 
Strike games Excellent control 


[-] Limited strategy Graphics are unexceptional 


b Б uus 


Memory Size 


The NASCAR circuit comes home with a 
challenge from Kyle Petty. 


Kyle Petty's No Fear Racing from Williams 
Entertainment puts you in control of a NASCAR rac- 
ing team forascason ora day. You begin a single race 
by choosing from onc of 28 tracks around the nation. 
Next, customize your stock car for increased perfor- 
mance and prepare your pit with a crew chief and 
changes of tires You can even select the number that 
appears on your car. - 
Once you're on the 
track, you must drive 
full out, avoid oil slicks, 
make smart use of the 
pits and steer clear of 
trouble, The behind- 
the-car view gives youan 
excellent perspective on 
the action all around 
your саг. And you'll need it since the computer 
drivers are unpredictable and liable to slam into you 
atany time. Strategy is limited to staying on the mside 
curve and using your supply of Nitro wisely. The best 
part of the game is the 
Custom Track feature. 
You can build your own 
race track, complete with 
scenery, then race on it. 
Kyle Petty also has a two- 
player split screen 
option. This month's 
Sports Scene takes a look 
under the hood, 


Custom Track option Two-player mode Banked turns Lotsof 
tracks 


© Simple strategy Unrealistic car controls and motion 


sa, Lord Zedd and the horri- 
stop the Power Rangers? 
re at the controls. 


Mighty Morphin Power Rangers—The Movie lets you 
and a friend adopt the role of your favorite Power 
Rangers in a fight to save - 

the planet. Throughseven 
levels of Double Dragon- 
type action, you'll slug and 
punch your way toward 
justice. The most unique 
element of the game 1s 
that your Ranger can leap 
between a foreground 
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and background level. You'll begin the game in the 
Teenager Mode with characters: Пу, Tommy, Rocky, 
Kimberly, Aisha or Adam. If you're in trouble, trans- 
form mto Ranger Mode. A second player can Join in at 
any time during the game, adopung one of the remain- 
ing five Rangers. Each 
Teenager and Ranger 
has a special move, but all 
of the characters can per- 
form some cool stunts 
like hanging from signs. 
Power Ranger fans can't 
afford to miss the re 
in this month's Power. 


ә 
9 


Good graphics and Power fone music More challenging 
then you might expect. Two-player option 


Can't always tell if enemies are ол the fore- 
ground or background track 


ЕН”, 
me us 


Another EA 


Memory Size.. 


rts clas 


Malibu’s latest Super Game Boy version of a classic EA 
Sports utle proves that youcan doa lot with aGame Boy 
game if you work within the hmitations of the system 
The basic features 
include Regular Season 
mode, Playoffs, best of 
seven series and 
shootouts. All the NHL 
franchises are represent- 
ed, but not the players. 
The graphics, especially 
on Super Game Boy, look 
remarkably good, but the 
slow frame rate makes the action seem choppy. Youcan 
get used toit and have some fun, but the slow speed will 
turn off some players. 
This game is better suited 
to a regular session on 
Game Boy. The smaller 
characters seem to move 
smoothly and the large 
puck can be seen at all 
times. Even without col- 
or, the Game Boy graph- 
ics look good on this 
game. If you hke hockey, and you like to travel, be sure 
tocheck out NHL Hockey ‘95. 


9 Good graphics (but animation is choppy) Good options 
NHL Ircense. 


е Siow action No two-player option 


NOSFERATU - 


Company.. 


uly 1995 
6 Megabits 


I haunt your 


Nosferatu takes you into the shadowy home of 
Dracula and his blood-sucking creatures of the night. 
So why аге you determined to pass [сч the most 
terrifying castle in the 
world? Well, your love 
has been taken there 
and only you can come 
to the rescue. Seta’s long 
awaited action game 
includes action, fighung 
and puzzle-solving. If 
you've played Prince of 
Persia, the animation 
and play control functions in this game will seem 
famihar. But Nosfcratu improves on Prince of Persia 
in almost every respect, including graphics and 
sound. The six stages end with boss battles, but to 
reach those gruesome guardians you must first navi- 
gate past dozens of traps 
and defeat minor ene- 
nues. Keep a lookout for 
the subtle effects and 
animations that add so 
much flavor to the 
game. This month's 
review willgive you a 
taste of the horror. 


е No savefeature 
RHI ROLLER HOCKEY 


>» 


Memory Siz 
Hockey on wheels look 
hockey on ice...and there 


ind plays a lot like 


r it. 


Amencan Softworks purchased the game engine for Brett 
Hull Hockey ‘95 from that game's developei, Radical 
Entertainment, and con- 
verted it into this roller 
hockey title. Although 
Amencan Softworks made 
several changesin thegame, 
most of them are very sub- 
tle The play is virtually 
identical to the original 
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Accolade game except for the play-by-play 
announcing of Al Michaels. The teams represented 
as RHI teams are in NHL cities and the uniforms 
conform to the NHL teams from those cities. The 
perspective on the arena uses Mode 7 to move you 
up and down the rink 
smoothly. Passing and 
shooting are intuitive 
and sharp, just as in Brett 
Hull Hockey 95. The 
turning radiuses for the 
skaters have been 
reduced slightly in RHI 
to model in-line skating 
more accurately. Even. "=m 
the skating surface looks like ice since the RHI speci- 
fies that matches take place on white concrete. 
Hockey fans should be aware that this game is a 
clone, especialy if they already have Brett Hull 
Hockey '95. 


+} Good play mechanics and graphics 


Doesn't have the licenses that add an extra spark to Brett Hull 
е Hockey '95 The original game engine was designed for ice hockey, 
not roller hockey 


3 Company... Taito 
ie Release Date .. uly 1995 
Memory Size ......1 6 Megabits 


The SWAT KATS are on the case, and no 
hairball is going to stop them. 


The SWAT KATS swag- 
ger into a side-scrolling 
adventure that gets bro- 
ken up with areas of 
Mode 7 shooting. The 
combination of game 
modes keeps things 
interesting, as does the 
colorful graphics and 
non-stop action. Unlike 
most side-scrolling action games, you can clean up the 
criminals m the area of your choice rather than pass 
through thegame ina Im- 
car sequence from stage 
to stage. The Hanna 
Barbera characters look 
good, but there is little 
comic feel to this blast- 
fest. KATS fans won't 
want to miss our Take 2 
review this month. 


9 Good graphics, lots of action 


o Not very challenging 


2/3 2/3 Company... Ocean 
Fe A vi Release Date .......July 1995 
L Memory Size........8 Megabits 


4-PLAYER CO-OP 
Cyborg agents circle the globe in a unique, 
multi-player action adventure from Ocean. 


What do you do when a band of malfunctioning 
cyborgs runs amok? Who're you gonna call? Where 
will you run? Those 
questions are the keys to 
Syndicate from Ocean, 
an unusual multi-player 
action/strategy game 
that plunges you into a 
stark future where 
robots and androids are 
held in check by gunfire 
rather than root com- 
mands. Each player controls one of four Syndicate 
agents on missions aimed at stamping out a wide 
range of cybercrimes The field of play—typically a 
three-quarter view section of a towns full of mno- 
cent bystanders as well as bad cyborgs, robots and 
people. Your most difficult job 15 to determine who's 
goodand who's not. Even more difficult is the process 
of learning how to control all the options between 
missions. Once you learn the rules, you'll find a rich- 
ness to Syndicate that makes it more than just another 
shooter. If playing Syndicate as a one player game, 
you can move onc agent or all four together. After 
completing the first mis- 
sion, move on to tackle 
missions anywhere in 
the world Read the mis- 
sion briefing, then outfit 
your team with weapons 
and enhanced cybernet- 
ics. The PC version of 
Syndicate has been 
receiving a lot of atten- 
tion, but the Super NES game captures all the excite- 
ment and challenge. If the control fuctions were 
more intuitive, this would be a great game. As it 15, 
cyberpunk fans should check it out. 


2 Both action and strategy required Great music. 


Small character graphics Slow learning curve At times you 
е can't see your character Difficult control 


Company .... 
$v3 Release Date.. 
‘A Memory Size.......4 Megabits 


A tournament fighter and much more for 
Super Game атын Heroes 2 Jet 
breaks the mold. 
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Sixteen characters stand 
ready to battle for world 
supremacy m Playmates’ 
World Heroes 2 Jet. 
Playmates picked up this 
Super Game Boy 
enhanced fighter from 
the masters at Takara—a 
shrewd move because 
this 15 a cool little game. 
In many ways, World Heroes 2 Jet is better than the 
Super NES World Herocs. The one-player tournament 
takes a different approach from most tournament 
fighters. Each day in the five day tournament, three 
opponents square off against you. You fight cach 
opponent in a single round and your record against 
the three determines if you proceed, The fighters 
range from bizarre characters hke Mudman to tradi- 
попа! martial arts experts hke Dragon. Moves include 
dashes and a fake KO ın which you play dead. Cool spe- 


TITLE ы 
ANIMANIACS 0:32 32 
DONKEY KONG LAND 34 33 
HANNA BARBERA'S TURBO TOONS 3.0 3.2 
HEAD-ON SOCCER 32/ за 
JUDGE DREDD 34 37 
JUNGLE STRIKE 39 ^ 34 
KYLE PETTY'S NO FEAR RACING 34 30. 
MIGHTY MORPHIN POWER RANGERS —THE MOVIE 3.0 3.3 
NHL HOCKEY 95” — 539 за: 
NOSFERATU 38 31 
POWER INSTINCT 34 34 
RHI ROLLER HOCKEY 33 28 
SWAT KATS 33 32 
SYNDICATE © 29 725 
WORLD HEROS 2 JET 301 29 


ICON KEV Editors 


SUPER. 


GAME IPER SUPER 
LINK GAMEBOY MEO Score 


Terry .... 


POWE ца E TER ue og 


RPGs, Simulations, Sparts 


cial moves spice up the fightand some are fairly easy to 
perform, plus the animation 1s great. If you’re playing 
on the Super Game Boy, you'll forget that World 
Heroes 2 Jet was meant to be portable. You can play the 
two-player option on the Super NES and Super Game 
Boy, which means you won't need a second Game Pak, 
You can also play using 
two Game Boys, two Game 
Paks and a Game Link. 
Options include three ley- 
els of difficulty, time lim- 
its, scenery and music 
select. This month's 
review covers it all. 


9 Excelient graphics and use of Super Game Boy enhanced made 


[-] Not very challenging as a one-player game 


HEAD uim 


EOITOR 


i EDITOR GAME TYPE 


Bj (29 K-A "ACTION 

3.5 3.5 Qi * K-A ACTION 

28 30 K-A FOOT RACE 

32 29 K-A SOCCER 

3.3 33 ожж T ACTION ` 

33 | 34 жж. К-А СОМВАТ 

29 29 3 K-A AUTO RACING 

289 26 K-A ACTION 

2877 28' K-A! [HOCKEY : 

38 38 Ox K-A ACTION 

29 29 EXT T TOURNAMENT FIGHTING |) 
28 32 K-A ROLLER HOCKEY ^ | 
28 30 K-A ACTION | 
3.4 . 35 K-A ACTION © | 
27. 29 K-A | TOURNAMENT FIGHTING 


These Indepent 
Sotta As: 


jarding the rat- 
Ing system, call 1-800-771-3772 
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THe msiDÉ source ай FUTURE Game 


The world was swept away with Donkey Kong Country last. year. With seven million copies sold 
worldwide in six months, it is the biggest video game pi ‘ever. r. This hiovember, the world will be 
ready when Donkey Kong Country 2: 
Diddy's Kong Quest reaches the stores...or 
will it be ready? (The title screen below 
shows an early version-it was taken 
before the name changed.) Rare has done 
an even more stupendous, eye-popping," 4 
jaw-dropping job with the ACM techniques DKC 2 features new effects like moving hair courtesy 
of Alias's latest version of PowerAnimator™. 
(When was ‘the last time you saw hair on a video 
game character that actual- 
ly looked and 
behaved like the 
real thing?) 
Obviously, the ^ 
Super NES is stiil 
amatch for any 
video game sys- 
tem. As for the 
story, K. Rool's 
Kremling cronies have captured Donkey Kong, 
hauled him off to their island hideaway and locked him 
up without any bananas...the swine! Now is Diddy's 
moment of truth. The little ape and his new friend, 
Dixie Kong, track a trail of bananas from a pirate ship 
through swamps, haunted forests, bee hives, volca- 
noes-they even brave a roller coaster. The game 
design follows the same rules set down in DKC: 
players can switch 
between Diddy and 
Dixie, animal friends 
help in certain areas, 
bonus areas are hid- 
den everywhere, 
and bosses wait at 
strategic points. 
The game also 
features some 
cool new 
moves includ- 
ing the ability of 
each of the main characters to 


hurl the other at enemies, 
жге, voe. E 


“ 


1 


ОЛМЕС мс COMMER 2. 


108 NINTENDO POWER 


$ 
`$ 
* 


o 


ере Nintendo [ 
3 = | didn’t put 
کے‎ LOOK с all of its eggs 
2! ассам in the ЕЗ bas- 
- ket, as the appearance of 
2 Yoshi's Island proves. This new Super Mario е 
game has been in the works for well over a year, but 
it has recently gone back to the art depart- 6 
ment for a face life, and what a lift it g 


got. The comic style graphics are truly unique and 
feature more animation than you can 
believe including animated fore- _ 
grounds. The game play involves | 
Baby Mario riding around on his 
trusted Yoshi. Yoshi is the active 
` partner. You can stomp ene- 
mies, slurp them up, or shoot 
“2,94, tsa 6005 with a completely new 
» 425 2 aim and fire technique. If young 
Art Mario loses his seat on Yoshi's 
back, you'll have a limited peri- 
od of time to catch the youngster and continue 
2 и the adventure. October 
second is the scheduled debut date for this innovative N 1 М т E N D oO 
and totally fun game. Mark it on your calendar, 
because this is one game no one will want to miss. 


VIRTUM. нуни! 


The first screen shots ever 
of Kemco’s Virtual League Baseball show 
the Japanese version of the game and an early American 
version. The major difference in the U.S. version will be the appearance of the baseball 
players. As you can see, the characters in the American ver- 
sion will be taller, slimmer, and more realis- 
tic. The viewpoints should remain the same in 
both games, zooming from home plate dur- 
ing batting and pitching to a higher view for 
fielding. Kemco plans to release Virtual 
League Baseball as one of the earliest Virtual 
Boy games, probably in late September. 
Incidentally, Nintendo Power has 
acquired a special screen capture system for Virtual Boy. The images 
shown here show one of the two arrays (or screens) that make up the stereoscopic 3-D image of the game. 
Shots taken using both arrays look blurry. Although all the elements of the screen appear in their proper 
places, you should keep in mind that the actual Virtual Boy image is three dimensional with very sharp con- 
trast that can’t be reproduced on paper. 


y cx S what we'd hoped for, but it certainly brings 
4 " FIRE сооко back memories. Tecmo's Ninja Gaiden Trilogy 
ала өрі 
-—— а 


төсе. recreates the three classic action games from the 
ену E < NES instead of bringing fans a new adventure. The three games 
DP “| Will all appear on one Game Pak, but don't expect stunning 
E i Super NES graphics and effects. Although the games have 
l 


ў received some enhancement, according to Tecmo, for the most 
і part they look like the original games. For fans of 
the Ninja Gaiden series, of which 

p we count our- 


; 


1} к е ] Эр 
selves at TN. 1 н E Р i / = 
Pak Watch, the chance to " A 
slash and wall-climb our way to glory rh ai i 


. one more time was great. If you've never P 
played a Ninja Gaiden game, expect intense action and : A 
great challenge in a side-scrolling action game. The Ninja Gaiden series a af ^ 


N ranks up there with action classics like 
1 H m A Castlevania and Metroid at the top of the NES library. 
А. / A Tecmo hopes to have the triple Pak out by late summer. 


Two-player cooperative action. Motion 

nology. The Riddler. Two-Face. Bat toys. 

dered, interactive backgrounds. Sixty plus sta 

eight levels. What else do you need to capture the 

movie event of the summer in a video game? low. 
about some hot pics of Batman and R 

promises to release the game this © 


being finished. But 
ite Acclaim. They almost always 
necessary to make a good game and 


release it on schedule. 
' х 
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oh For those of you who have been wondering what ever 
w Lr. n 
m ® # 1 "= й wi happened to Mutant Chronicles from eT rest 


LE % d Г assured 
E pn rot | that the 
ко alien men- 

= ace is on 

its way. Mutant Chronicles 
for the Super NES is based 
on the futuristic role-play- 
ing and card games of the 
same name. The Playmates 
game contains 18 vertical- 
ly and side-scrolling lev- 
els of maximum carnage. 

Your Doomtroopers 

hunt down the 
Dark Legion forces in areas ranging from Venus to the tenth plan- 
€t, Мем. With tons of weapons and constant action, this game 
shoutd ds. ready for release this fall. 


и = 


AERE ACTION: 7 


ы 
1 eves Е % Та will releas@its first exclusive Super NES title this fall: 
МК WildC.A.T.S., whi&htis based on Jim 3 


"Lee's comic book. The story involves aliens try- 
ing to take over the world and a team of three superheroes called the 
WildC.A.T.S. To finish the game, you must use'all three characters to 
complete each ofthe Tistages of Final-Fight "type fighting action, The 
graphics look cool and the k j are ige, E 


Xüdictive 
puzzle games like Tetris 

tend to breed clones that look similar 
even when the game play varies. But Viacom is betting 
on a unique twist to the action puzzle genre that may 
seize the minds of puzzle players and hold them cap- 
tive. Zoop borrows the ideas of stacking puzzles like 
Tetris, places the stacks on all four sides of a shape- 
shooter and challenges players to keep up with the 
action. Featuring funky graphics and sharp play control, Zoop should be released early this fall. 
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CASTLEVANIA 
DRACULA X 


It’s here and it’s great, Castlevania fans won't 
have much longer to 
wait now that 
Castlevania Dracula X 
has been received for 
approval at Nintendo 
of America. August 
should be the month 
to start cracking your whip. The game plays like 
its predecessors, with appearances by familiar 
enemies like the whip cracking skeletons and 
flying Medusa heads, but enhanced graphics 
such as terrific flame effects add a classy feel, 
and the adventure is all new. 


CUTTHROATS 


Cutthraat lsland—the swashbuckling movie-is on 
its interactive way to the Super NES this fall. The 
early version we saw 
at ЕЗ had some fun 
sword fighting 
action, but most of 
the backgrounds 
were incomplete 
and the action was 
limited. As for the 
game, it takes place in a setting of Caribbean 
swashbuckling with ships, pirates and stolen 
treasure. Game ie TON to be non-linear 


d the swordpla id.beihteresting, too. 
Instead of TU im word fights are 
f Ae a CO les and doris 


This time, сте! is 
taking reservations 
for the October 
release of Tecma 
Super Вамі Ill: The 
Final Editian. Retailers will have forms on hand for 
Players to fill out. The Reservation/Deposit form 
will help Tecmo make sure that everyone who 
wants the game will get it. The non-refundable 
deposit (which is determined by the retailer) will 
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ensure that you receive a copy in Tecmo’s prior- 
ity shipment. if you need a copy of the 
Reservation/Deposit form, check out Nintendo 
Power Source in America Online or our Web site 
at WWW.NINTENDO.COM and download the 
form. Until the ship comes in with the new 
Tecmo game, we have the first look for you 
right here and right now. 


POWER SOURCE 
SUMMER CAMP: 


Nintendo Power Source will be the place in 
Cyberspace to be this summer wher the Power? 7 
Source Summer Camp begins later this summer; ' 
probably in August. Cyber campers will take. 
part in games and learning activities, plus 
they'll be able to chat or one with some of; 
the stars of. 
the video, 
game indus-— 
try. Some of 
the activi | 
ties that are | 
planne 
include an* = ы 
Infohighway"Rally, art contests, camp gamê 
counselor outings, etc. One great thing about < 
the Power Source Summer Camp will be that 

you never have to leave home but you can still >. 
meet new friends who are also into, Eus | 


gameésisthe best thing: no چ‎ € e 
DRAGO 
BRUCE 


e, the martial M. 


leaves Hong Kong for i 
make his mark. He Ed his game may 


not. Acclaim picked up this tournament: бы 
from Virgin 
Interactive. The 
graphics seem 
pretty flat and 
the moves, ini- 
tially, also seem 
flat. That’s too 
bad because 
the game has 
hidden depths. Some of the most crazed fight- 
ing fans at Nintendo think Dragon is wolf in 
sheep’s clothing. Dragon should be in the 
stores by September when Power will take a 
closer look. 


ROBOTECH PEEK 


Robotech, the Nintendo Ultra 64 game from 
GameTek, continues to look better and better. 
The most recent video clips sent to us from 
GameTek show great animation in a realistic, 3- 
D city with the transformable Veritech fighters 
stomping through flaming city streets then 
shifting into 
flight mode 
and shooting 
away. The 
cockpit view 
will probably 
be the domi- 
nant perspec- 
tive during the 
action parts of the game, with stunning cine- 
matic sequences conveying story elements, 


NEWS FROM HQ 


The news from T*HQ is first, The Mask, and sec- 
ond, Urban Strike. The most recent version of 
"The Mask, arrived just prior to our press date, 
50 We dropped everything and plugged the 
game into our Super NES. Our first impression 
was that the game features great animation 
and a really huge variety of moves. Many of the 
signature scenes from the movie have counter- 
parts in the game, including the tornado and 
the fistful of guns. The character animation 
captures the crazed feeling of the film, as well, 
with many of Jim Carey's antics being por- 
trayed as basic moves in the game,” 

Urban Strike may turn out to be a major 
surprise. We first saw this Super NES combat 
game in its raw form at Б. Now, three weeks 
later, many 
improvements 
have been 
added and it is 
looking awe- 
570 mie . 

“Electronic 
Arts always 
based its : 
Strike series games on the low end Genesis plat- 
form and made good, if not greatly enhanced, 
Super NES versions. Now sublicensed to T*HQ, 
the game is being developed at Black Pearl, and 
quite clearly they have decided to make use of 
the Super NES's superior graphics and sound 
capabilities. The level of graphic detail is strik- 
ing, from the helicopter's animation to the 
appearance of vegetation, buildings, vehicles 
and people. 


RELEASE 


Batman Forever 

Battletech 

Big Sky Trooper 

Boogerman 

Breath of Fire Il 

Castlevania Oracula X 

Cutthroat Island 

Donkey Kong Country 2 

Doom 

Earthworm Jim 2 

FireTeam Rogue 

Frank Thomas: Big Hurt Rectal ^ 
Fic n Soccer O Е Sumi 
Izzy's Quest for the Olympic Rings 
Judge Oredd S 
Jungle Strike 

Kid Kirby 

Mortal Kombat 3 

Mutant Chronicles 

Ninja Gaiden Trilogy 

Oscar 

The Phantom 2D40 

Primal Rage 

Realm 

Revolution X 

Syndicate 

тестю Bowl Е Final Edition 
Tecmo Secret of the Stars 
WeaponLord 

Whiz 


| — 
Aladdin Fall ‘95 
Animaniacs | Summer ‘95 
Asteroids/Missile Command Summer "95 
Centipede/Millipede Summer "95 
Donkey Kong Land Summer "35 
Galaga/Galaxtan Summer ‘95 
Earthworm Jim 2 . Summer 
Judge Dredd Summer 
NBA Jam Tournament Edition Summer * 
NHL Hockey * Summer 
Return of the Jedi Fall " 
Street Fighter Il 
World Heroes 2 Jet 


Summer 
Summer 
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What is а new 
stem without 
) es? 
Next month’s 
20-page special 
feature covers 


the first games 


to be release” 
for this incen 
ble new JE 


Wires 1 
Boogerman 
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EPIC CENTER 


Role-playing game fans hava 
been scraaming for informa- 
tien on this hot new game | 
from Square:Soft. Next 
month's Epic Center featuras 

a special 12-pagéarticle 

of thei дег 


teres» e Ө. леве ан СЕО 
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Phantom 2040 Street Fighter I] Earthworm jim 


BACK ISSUES 


These Nintendo Power issues are available ind 
vidually, Add them to your collection! They con- 
tain the felle: xciting reviews: 


MLB. Star Trek- The Next Gen: 
Ultimate Challenge, X-Kl 

and Burn; No Fly Zone, Pinball Dr 
Super Metroid Preview, Prehistorik 
Disney's the Jungle Booh (NES) 


Volume 60 (Мау '94): 

of the Dragons, foe and Mac 
Jetsons- Invasion of the P 
Scene, Spectre, Krug 

Funpak, Black Bass Lure Fister 


Volume 61 (June 494); Dis: 
Beast FireStriker. Clay Frehter Тілегі 
al Fury 2 ASP Ат 


Roach 


Volume 62 (July '94): 
Breath of Fire Disues. x Thi 

on V Tarzan (Gar 
Boy) Spa ет Jeopardy Sports 


Volume 63 (Aug /94) Siuni Race FX Lord of 
the Rings Vni | f Ihe Monsters 

and Rerum 

Gnes West Sonic Disney 

Beas (NES), Cool Spm (Game Boy) lic 

ın Miniature Golf Madness Robo Cop vs 1 
Terminator (Game Boy) 


Volume 64 (Sept. '94) Moril Kombat 1 Supe: 
Bomberman 2 Pocky & Rocky 2 Blar Mhome 
Aerobiz Supersonic Vortex Shem у Revenge Taz 
Mania (Game Boy). The Making of Donkey Ко 
Country Killer insinui Preview 


Volume 65 (Oct. '94): Super P 

Fantasy HE. Maximum Carnage Мі 

Power Rangers (Super NES) Pac Man 2 

Gara Brain Lord Mega Man У (Game Bny) Mortal 
Knmbat 11 (Game Boy) Y Gold Rush Donkey 
Kung Country preview Cruis n USA p w 


Volume 66 (Nov. 94): Dinkey Kı 
Sparkster. Earthworm Jim Final Fantasy IH. 
Jones Groalest Adventures Super Adve! 
Wild Snake. Contra The Alien War 

Killer Instinct preview Mortal Кс 


Volume 67 (Dec /94): Остап s Cres 
Earthworm Jim Zem the Kamikaze Squirrel Super 
Return of the Jedi. Untracers. Тіл Star. Wirio s W 
(NES) Samurai Shodnwn (Game Boy) W 

(Game Bny) Casino Funpark 


Volume 68 (Jon '95). Tic Lion Kinz Roboireh 
The Adventures of Barman & Robin. Риа The 
Mayan Adventure Sires! Racer Star Trek ыт 
Academy Ашпылыку NBA Jum (Game Воу) Da 
Dueh The Marvin Missions Madden 95 (Game BDI 


Volume 69 (Feb. ‘95): М. 
The Lion K 
DSV 
Golf (Game 
Lund preview 


Volume 70 (Mor '95) 
Edmon. Metal Warriors Spee 


thur & The Knighis of Justice pre: 
EnrthBnand preview 


Volume 71 (April 95) зголе Spider Man 
The Animated Series Addams Family Values. Th 
Lion Ku 

Code Specia SE News nn Ihe Ni 

Bucks Secret nf Evermnre 


Volume 72 (Moy '95): Korby « Dreim Land 2 
True Lic: Justice League Fash Ес tinivipnes, 
Warlock Porky Pg s Haunted Holi 4l Fury 
ial. PGA European Tour Mortal kombat 3 Sneak 
jem Niniende Power Online 


Volume 73 (June '9$5). Wea 

EarthBound Star Trek Deep Space Nine Dirt Tr. 
D 'umcan 2 Prehıvinrik М, 

( ) Rise of the Phoenıs SNES 


Use the Bock Issue/Tip Book Order Form 
this issue to order post Nintendo Power 
issues ond books, or call our Consumer 
Service deportment at 1-800-255-3700 to 
order by phone with Viso or MasterCord 
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WWW.NINTENDO.COM 


AQL KEYWORD: NOA 


TO SUBSCRIBE TO AMERICA ONLINE, 
b 


++ СЕ cALL 1 800 827 6564 x12386 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


55502:64o$ 062 aseo 


